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! he appearance of a console is never as important as 
what it's capable of doing, of course, but that doesn't 

stop us having strong opinions on the aesthetic aspect of 
videogame boxes. Indeed, you only have to recall the 
widespread derision aimed at Microsoft's design for evidence 
of how critical gamers can be when it comes to how ' 
something is going to complement — or clutter — their living 
rooms. Opinion on Sony's new PSX, as featured on this 
month's cover, has been split. Some appreciate its strict 
straight edges and sheer whiteness, while others have 
likened its appearance to something you might find in an 
especially posh kitchen. Either way, It provokes a reaction. 

Looking under its bonnet reveals hardware that's not 
nearly as contentious. In fact, it's not really capable of 
anything that a selection of other pieces of technology 
combined could not, but that's precisely the point: buying 
a PSX wil negate the need to have any other piece of 
entertainment kit (bar a display unit) in your home. Everything, 
tram PS2 games to digital photos to DVD movies, will run 
as the turning point in consumer electronics. It represents 
true convergence. And it's right hera, right now, Or at least 
the Japanese version is, and this month we've been putting 
one through its paces. You can read our testers' findings on 
page 7D, along with an extensive look al what convergence 
will mean for videogaming as a whole. 

Convergence is also Microsoft's next goal, and the 
company's Xbox successor — which, if rumourmongers are 
to be believed, will be able to do everything from rendering 
seven zillion polygons per second to boling an egg – falls 
| within our look at the year ahead, which begins on page B2. 
| The videogame hardware scene is beginning to get all 
juicy again. And we're gearing up to bring you thebest {zz 
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046 Prescreen Focus: 
Hyper Street Fighter 1! 
The Anniversary Edition 


Another SFI game, another long title for it. 
Ryu, Ken and pals kick back on the PS2. 


054 Galleon 


It's been a long time coming, but Confounding 
Factor's Caribbean adventure is nearly ready. 


060 Cultural differences 


What does it take to make a game popular among 


Japanese gamers? Edge attempts to find out. 


070  Let'stalk about PSX 


One box to do it all. Or at least that's Sony's plan. 


Edge gets to grips with its multimedia machine. 


082 Where next? 
With 2003 a fading memory, Edge gets 
on with the job of looking to the future... 
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EA calls time on the gaming party 


With 2003 now a fading memory, Edge takes a look back at the Christmas silly 
season - and finds the world's biggest thirdparty game publisher firmly in control 





ttendance at the Christmas party is 
A mandatory. Everyone's there, even the 
accounts department — who wouldn't so 
much as touch a drop of Jacob's Creek for 
the rest of year — drunk on two Bacardi 
Breezers and monopolising the dancefloor. 
The IT guys in borrowed suits and comedy 
ties are clogging up the bar, while the office 
juniors are throwing up in the cubicles. 
Attendance is mandatory, which is why is it's 
so crowded. But is anyone having any fun? 

The videogame industry's annual 

Christmas party takes place on the shop 
shelves, where attendance is also 
mandatory. But with almost half of all 2003's 
s shoehorned into the 
period between October and Christmas, 


software release 


there just isn't room for everyone to enjoy 
themselves. The Christmas crush was more 
frenzied than ever last year, but with 
companies fighting for an ever smaller share 
of shelf space and magazine coverage, the 
Dig winners were contrasted with those who 
ended up with little more than a hangover 
for their troubles. 

The Christmas period is obviously the 
crucial time of the year for videogame sales, 
but are publishers exacerbating the situation 
by scheduling all their big releases and 
allotting the majority of their marketing 

spend for the last three months of the year? 
Companies are gambling big on Christmas 
sales, and when the stakes are this підп, 
theres bound to be fallout. 


"Christmas is about publishers releasing a 
portfolio of games — some licences, some 


franchises, some original. Each has its place" 


You'd expect most publishers to be 
placing safe bets, with an unhealthy 
abundance of sequels and licensed 
products on show. Sure enough, EAS 
Medal of Honor, Lord of the Rings and FIFA 
franchises threatened to monoposse the 
party. But there were also a heartening 
handful of big hot originals among the 
serious unit shifters of 2003. True Came: 

a huge success for 
Activision, while Sony's EyeToy: Play and 

ê UF both demonstrated the 
growing importance of hands-free gaming — 
games which don't require joypads. it could 
even be argued that EA Chertsey and 
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undee-based Visual Sciences’ success in 
turning Harry Potter's favounte game 
Quidditch, a baffling and, in terms of its rule 
structure, almost incoherent hybrid of 
lacrosse, polo and flying, into a reasonable 
game demonstrates the cross-media skills 
of game development at their highest level. 

Meanwhile, more good news came from 

game brands such as Tony Hawk's and 
Need for Speed, which experienced 
successful makeovers. The only link for 
resulting hits Tony Hawk's Underground and 
Need for Speed Underground to their 
predecessors was the start of ther names 
and their respective use of skateboard and 
car as means of transport. Another surprise 
Christmas success story, Vivendi Universal's 








EA's Need for Speed: Underground became 
the surprise hit of the season, while THQ's 
Finding Nemo was one of the few games to 
break Electronic Arts' monopoly on the charts 


Top 20 selling games 
in the UK for 2003 


01 Fi 
derground (EA) 
af Honor: Rising Sun (EA) 
The Sims (EA) 
GTA: Vice v (Rockstar) 


| Enter the Matrix (Atari) 


Lord of the Бї 


12 Lord of the Ai 


9 James Bond 007: Nightfire (EA) 


| Grash Bandicoot Wrath of Cortex 


‘Vivendi: Universali 


Controlling Christmas 


Proving the financial reasoning behind the Electronic Arts method, this graph demonstrates the 
increasing importance of chart positions the closer you get to Christmas. Back in October, EA's 

games account for about 40 per cent of the 20m weekly retail software market but this grows rapidly 
as December approaches. іп mid-December, the size of the UK software market had tripled to over 
cüm, with EA now controlling around two thirds of it. In contrast, the share of publishers whose 
games aren't in the top positions has shrunk considerably. However, the relatively large areas controlled 
by Vivendi and THQ demonstrates the value of big hits; in this case The Simpsons: Hit & Run and 
Finding Nemo respectively. Activision also carves out a big chunk af cash for itself, thanks to the 
longevity of True Crime and Tony Hawk's Underground in the upper reaches of the chart during the 
crucial December game-buying frenzy. 


Publisher performance based on their games' top ten positions 
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Total sofware value share (in £10m units) 
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There's no originality left in the Christmas charts? The resounding success of Sony's EyeToy: Play, 
which has continued to sell in large numbers since its June release, suggests otherwise 


The Simpsons: Hit & Run, made its mark by 
merging the gameplay of GTA within the 
family-friendly embrace of Homer and family. 

Conclusion? Christmas is about 
publishers releasing a portfolio of games — 
some licences, some franchises, some 
onginal. Each has its place. 


Good, better, best 

"On one hand, we've been working hard to 
improve the quality of our yearly franchises 
such as НЕБА and Tiger Wood's but we're 
introducing new ones as well," explains EA 
J&'s head of PR Glen O'Connell. “FIFA 
2004 was the biggest seller in the UK during 
2003 and that's not because we just release 
it every year. There's been an internal push 
to make sure that game gets better and 
better avery year." 


ensure we're pushing the right products at 
the naht time." 

Indeed, with game sales in November 
and December accounting for well over a 
third of the UK's total software market 
during 2003, it's clear why publishers view 
as the crucial period. If they can't break a 
garne at Christmas, they may as roll up the 
debts and get another career. Unfortunatel 
howewver, for the majority of publishers the 
strength of EAs line-up is slowly wiping 
them out. With the exception of Konami's 
Pro Evolution 3's one week on top, EA 
games controlled the UK number one spot 
from October 4 onwards. But not only that 
the company also averaged three out of th 
top five games, four out of the top ten and 
six out of the top 20 throughout that entire 
period. It released 14 games — as well as 


"Christmas is a key period, and while we don't 
ignore the rest of the year, we ensure we're 
pushing the right products at the right time" 


EA is keen to spend time and money 
building the franchises of the future as well. 
Need for Speed, a brand that traditionally 
hasn't done well in Europe, has been 
revitalised, becoming the second biggest- 
selling game in the UK during 2003. And 
when combined with the dozen othar top- 
20 hits the company racked up between 
October and December, it all added up to 
bumper Christmas for the world's largest 
game publisher. 

"2002 was our most successful ever, 
but 2003 has been fantastic," O'Connell 
enthuses. "Christmas is obviously a key 
buying period for games, and while we 
don't ignore the rest of the year, we 


co-publishing Namco's number one Soul 
Calibur I in Europe with Nintendo and 
distributing Vivendi Universal/Fox's The 
Simpsons: Hit & Run. Estimates suggest E 
accounted for over 40 per cent of the UK's 
total games sales during that period. 

Taking into account the success of 
THO's Finding Nemo, Vivendi's The 
Simpsons: Hit & Run and Activision's Tony 
Hawk's Underground and True Crime, and 
the remaining other 15-odd publishers 
ended up sharing a mere third of salas 
between them. 

More games are released at Christmas 
than at any other time of the year. In one 
sense this doesn't matter as more garnes 
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No other publisher had the muscle to compete with Electronic Arts this yuletide, who claimed the Christmas number one with Medal of Honor: Rising Sun 
while three of its other releases took up residence in the top five. Meanwhile, FIFA 2004 was the biggest selling videogame of the year 


Christmas myth 1: Need for Speed 
Underground was a surprise success only 
because 007: Everything or Nothing slipped. 
The background: With publishers having to book 
their TV ads slots months in advance of Christmas, 
last-minute scheduling alterations can throw those 
well-laid plans into confusion. 

The company line: There is some truth in this, 
although a spokesman for EA says the company 
had already decided to advertise Need for Speed 
on TV before Bond slipped. The resulting ad slot 
gaps were spread between it and other EA 
games. Need for Speed did get more focus with 
respect to in-store advertising, however, because 
of Bond's absence. 

Fact or fiction? А nice one for the conspiracy 
theorists but doesn't quite pan out in reality. 


Christmas myth 2: UbiSoft's trio of original 
games Prince of Persia, Beyond Good & Evil 
and XIII were lost in the Christmas crush. The 
company was forced to discount the titles 
heavily to get them into retail channels. 

The background: Launching onginal games is 
difficult at the best of times. Launching into the 
crowded Christmas marxet is expensive and 

not helped when your games involve a prince, a 
cel-shaded French comic hero and a girl with 
green lips. 

The official line: Beyond Good & Evil clearly 
became lost in the rush, but Ubisoft is continuing 
to back the other two games and claims to be 
pleased with their performance, which improved 
after Christmas. "We've sold over 100,000 units 
of Prince of Persia in the UK,” says one inside 
source, although admitting this did include 


The eight myths of Christmas 2003 


PS2 bundling and other retail deals. 

Fact or fiction? Is the glass half full or half empty? 
Bottomline: the games did okay, not great. And 
Prince of Persia is still be released on Xbox, PC 
and GameCube, as well. 


Christmas myth 3: TV advertising is a big 
waste of money. 

The background: With every publisher spending 
hundreds of thousands on TV slots, it doesn't 
make sense because consumers аге swamped. 
The official line: It's hard to make a general 
argument. While TV ads failed to shift any units of 
Beyond Good & Evil, Ghost Hunter or Mission: 
Impossible: Operation Surma, 2003 was the first 
time EA put Tiger Wood PGA Tour on the box. The 
2004 version was the best selling version ever and 
the 24th highest selling game in 2003. 

Fact or fiction? True in most cases, but when it 
works, it really works. 


Christmas myth 4: Codemasters' Pop Idol was 
top of the flops. 

The background: Despite being the bookies’ early 
favourite for the Christmas number one spot, the 
highest chart position for Codemasters’ Pop Idol 
game was а lowly 16. It failed to even make the 
top 20 during Christmas week. 

The official line: A spokesman said the game had 
performed "to expectations" in the UK. He pointed 
out that the US version of the TV show has only 
recently started its new series. Codemasters has 
already released its American Idol game and will 
be ramping up its marketing push in that crucial 
market during the spring. 

Fact or fiction? Certainly off to a bad start in the 


UK but the fat lady hasn't starting singing yet so 
don't rule out a happy ending. 


Christmas myth 5: GameCube is now the 
number two console in the world following its 
price cut in 2003 

The background: With the price down to £79 

( 98 п Europe, $99 in the US), GameCube 

sales rose sharply, with Nintendo claiming victory 
Over Microsoft. 

The official line: GameCube has probably outsold 
Xbox globally in 2003 (the final figures aren't yet 
available), but it's still neck-and-neck in terms of 
total mstalled base. What is worrying for the 
company however, is that key firstparty games 
such as Mario Kart: Doubie Dash!! and Star Wars: 
Hebel Strike: Rogue Squadron 3 haven't sold well 
in Europe at all. 

Fact or fiction? Who cares? You're still fighting 
over second place. Whatever happened to being 
number one? 


Christmas myth 6: Beset by a lawsuit and late 
tweaks, Activision's True Crime: Streets of LA 
almost didn't make it in time for Christmas. 

The background: Launching late into a crowded 
Christmas market might be suicidal for any original 
title, particularly when you're up against a GTA 
dual pack, but True Crime was Activision's big 
hope for 2003. 

The official line: True Crome did slip two months 
from its original release date but the lawsuit from 
author Robert Crais was dropped after the game 
had been released. As for the last-minute 
polishing, a spokesman explains, "There's no point 
in releasing a game on time that won't live up to 





consumer expectations so we didn't ship it until 
we ware happy with it." 

Fact or fiction? А half truth, but all's well that 
ends well, 


Christmas myth 7: It is official EA policy to have 
the top five games at Christmas. 

The background: The Christmas top five is the 
most lucrative part of the year so the most 
aggressive, profitable games company in the world 
ensures no competitor will take what it regards as 
its rightful place. 

The official line: "Christmas is obviously a huge 
period for us so we try to make sure we do as well 
as possible then, but ! wouldn't go so far as to call 
it official policy," says an EA spokesman. 

Fact or fiction? Whatever the truth, it's an area EA 
will have to work harder at in 2004, In 2002, GTA; 
Vice City and The Getaway spoilt its UK top five 
party. This year it was The Simpson's: Hit & Run. 


Christmas myth &: It's stupid for publishers to 
focus so much on the Christmas selling period. 
The background: So many games are released in 
a two-month period that publishers have to spend 
hundred of thousands of pounds marketing titles 
to ensure they're visible. They would da much 
better to focus on the other ten months of the year. 
The official line: The stark fact is that Christmas 
accounts for about half of the UK's annual sales 
and is the best time for publishers to release their 
big games. Success at Christmas ameliorates a 
game's earning potentiaf significantly. 

Fact or fiction? Some games are always lost in 
the end of year rush, but it's the only place to be 
for key brands. 
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are also sold at Christmas. The problem is 
there aren't enough extra sales to go round, 
particularly as the top titles suck up a 
disproportionate amount. Inevitably, some 
games don't do the expected numbers and, 
obviously, no publisher is going to confess 
to its own shortcomings, but a detailed 
study of the charts dernonstrates the 
turkeys of Christmas 2003. 

Notable by their absence from the 
charts were UbiSoft's Beyond Good & Evil, 
Rare's Grabbed by the Ghoufies and Sony's 
Ghost Hunter, all of which sank without 
trace. Archly known as Mission: Invisible in 
some circles, Atari's Mission: Impossible: 
Operation Surma also failed to make апу 
impact, despite TV advertising, and is now 
репо heavily discounted at retail, as is the 
publisher's only marginally more successtul 


briefly included Sony's Jak Il and Ratchet & 
Clank 2 and Rockstars Manhunt. 





Share of the spoils 


As well having а direct impact on the revenues and profits a publisher generates, rumours about 

the strength of Christmas sales can have a big impact on a company's share price too. The 
performance of True Crime and Tony Hawk's Linderground has clearly been recognised by investors 
with Activision shares up 22 per cent since December. Other Christmas winners, such as THO and EA, 
have aiso basked in solid improvements in their share prices. Conversely a weak showing can have а 
detrimental effect with investors assuming a bad Christmas will result in weaker than expected final 
year earnings. Take Two is only down slightly. With no new GTA game, it was looking to Manhunt, 
Max Payne 2 and Hidden & Dangerous 2 to pick up the slack, but none did particularly better than 
expected. Ubisoft and Atari/Infogrames have suffered however. Both companies are down over ten 
per cent as games such as Mission: Impossible: Operation Surma, Beyond Good & Evil and Prince of 
Persia failed to live up to expectations. 


Performance of shares since December 2003 


Terminator 3. Other games that charted only 


A more high-profile failure, however, was 
Codemasters’ Pop idol. Designated the 
bookies’ favourite in an announcement Dy 
Ladbrokes and trade body ELSPA at the 
start of November, it failed to chart higher 
than its opening position of 16. Richard 
Eddy, Codemasters’ head of 
communications, put on a brave face, 
claiming the game had “performed 
according to expectations,” although he did 


Christmas, by which point their price had 
dropped from £40 to £30. Prince of Persia 
was also extensively bundled with 
PlayStationa, which would have 
considerably reduced the revenue UbiSoft 
generated from each sale. A similar story in 
the US has seen UbiSoft offering anyone 
who buys Prince of Persia а free copy of 
Splinter Call throughout January, UbiSoft's 
head of consumer press, Lidia Stojanovic, 


"No odds were provided for the eventual 
Christmas number one, MoH: Rising Sun, whict 
only goes to show how tricky predictions can be 


paint out that as the US TV show ‘American 
idol has only recently started its new series 
there is potential for the game to do well 
there. Ironically tor Ladbrokes and ELSPA, 
no odds were provided for the eventual 
Christmas number one, Medal of Honor: 
Rising Sun, which only goes to show how 
tricky predictions can be. 

The status of UbiSotts Prince of Persia 
and хі! are less clear cut, however. Despite 
reviewing well and being supported by hefty 
advertising spends, including TV spots, 
both games only started to sell well after 
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says both games have done well in the UK, 
however, and the company was pleased 
with their performance, 

She also refutes the suggestion that the 
games would have performed better if 
released during a quieter time of the year. 
"Christmas is the highest-selling part of the 
year and you release the games you think 
will do well then,” she says, pointing out 
that publishers can't shift releases randomly 
“п the first quarter of 2004 we're releasing 
oplinter Cel: Pandora Tomorrow, 

Rambow Six 3 for PS2 and Far Cry,” 
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UbiSoft's release of Prince of Persia in the crowded Christmas period was certainly viewed as a risk by 
most industry observers. Sales held up respectably, although discounting in some chains played its part 
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The big three Size of our cow 


None of the hardware manufacturers had a particularily great Christmas in terms of pure software sales. As expected, the UK games market grew in 
Sony's EyeToy: Play (a hardware/software hybrid) underlined its status as the success story of 2003, 2003, with software sales up 7.1 per cent to 
however, Continuing to maintain a strong chart position throughout the Christmas period. Other big wh. T | i 
| firstparty games such as Jak i: Renegade, Ratchet & Clank 2, Ghost Hunter, Wond Championship Rally 
| J and A Dog's Life failed to make any impression. 2003 has generally been a good year for Nintendo, at 
least in terms of a rapidly growing GameCube installed base, but Mario Kart: Double Dash!! didn't hang 
around long in the charts, while Star Wars: Rebel Strike: Rogue Squadron 3 performed terribly. Microsoft 
had little to cheer either: Despite a huge amount of TV advertising, Project Gotham Racing 2 couldn't 
compete with the big multi-console titles, while the performance of the first fruits of its expensive Rare 
purchase, Grabbed by the Ghoulies, looks to be an apt description for the Redmond exec who agreed 
the 3375m (E203mj asking price. 
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about ten per cent compared with the same 


penod last year, The comb 
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ak of this console 


cycle, Around hall of PSone sales were 


Sony's Ghost Hunter and Microsoft's Grabbed 
by the Ghoulies were two higher-profile games 
that got buried in the Christmas deluge 


t was priced at £89. a faci 


L now installed 


Chart position 
= 


sne says. Meanwhile, the company will get 


another attempt to make Prince of Persia a 


gure he expects to double dunng the 
success when the Xbox, GameCube and summum: Eye Toy: Play console's lifetime 
HO vations sen кока han in Мак | m— Mano Kart: Double Desh! 
u Versions аге reriaseg nere qm Manch. = Рес! Gotham Racing 2 
With the exception of EA, the big winner 
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Weeks 


of Christmas 2003 was Activision. After a 21/1 2. 
terrible couple of years as sales of big 
franchises such as Tony Hawk's Pro Skater 
and Star Trek collapsed, the success of 
Spider-Man: The Movie proved to be a 
turning paint. The company focused on Which just goes to show why tne 
developing fewer, nigher-quality games. Chnsimas market is so important Tor 
Hevitalising the Топу Hawk brand was a key publishers. Despite the competition, it really 
task, although the initial reaction to the is worth the risk. But don't be fooled inte 
inclusion of GTÀ-esque gameplay to the thinking that anyone really knows how tc 
franchise didn't go down wall, Equally, True manage success and failure. A lot of it is 
Crime: Streets of LA — a game whose about being in the nght place at the поі 
genesis as the lovechild of GTA and The lime with the nght marketing campaign 
Getaway eventually became its major selling We shouldn't be too surprised that the 
point — looked to be an unlikely winner. Christmas market gets hijacked by sequels 
“We had a great deal of quiet and licences. After all, this is the time of year 
confidence before Christmas, but consumer when publishers aren't really aiming at us, 
response was better than expected,” says but at less-informed customers shopping 
Activision spokesman Tim Ponting. In fact, for presents. Any company braving the 
so good has been the performance of both frenzy with а less обмоц у commercia 
games that after US sales figures from product (hello, UbiSoft) should really think 
November were released (603,000 units for about hibernating until spring. But with the 
True Crime and 554,000 units for Tony rewards so great, it seems the temptation of 
Hawk s Underground), Activision's share untold riches is too difficult for most to 


price jumped sharply ending December up resist. We might be feeling the hangover 
22 per cent, as the company predicted now, but this time next year, we Il all 


record financial figures for the year. be back at the bar with a vengeance 








Videogame violence returns to the agenda 


It's Manhunt versus ‘The Mail On Sunday’ as Rockstar 
comes under fire from a typically hysterical mass media 





Mr Game Psychology: Mark Griffiths 
of Nottingham Trent University 


Hey, that was my idea 


inspiration for the original GTA w 


Mark бш: claims that DMA D 


title on a prototype game called Crime 
featuring gang warfare in an urban 


environment. He a 5 that he presented 


the game during a job interview with the 


company in 1993, leaving a copy with the 
company which was never returned, 


Hockstar denies апу such occurence. 








^ he past month has been a difficult one 
for Rockstar Games, which has found 

itself at the centre of a flurry of allegations 
directed variously at Manhunt, GTA: Vice 
City, and even the authenticity of Rockstar 
North's claim on the idea behind the Grand 
Theft Auto games. The charge was 
inevitably led in this country by reactionary 
organ ‘The Mail On Sunday’, which ran a 
histrionic article denouncing Manhunt for its 
violent content. In turn, this inspired several 
other media outlets to pick up on the issue 
of violence in videogames, with varying 
degrees of hysteria. 

Meanwhile, in the US, tha company was 
being denounced by the mayor of New York 
and various civil rights groups for its 
depiction of Haitian gangs in Vice City. 

The timing of ‘The Mail On Sunday’ 
Manhunt piece – more than a month after 
the games relatively subdued launch – gave 
rise to wild speculation that the story might 
have been placed by the publisher itself in 
order to drum up sales of the game. In fact, 
Hockstar has consistently refused to chase 


controversy outside of the content of ts 











By Matt Nixson f: 
HOODED mourderers decapitate victims 
with machetes in a horrifying new com- 
puter game branded sick by "s cam- 
paigners, clans and ہے ج‎ soe ahi 

Players butcher opponents, suffocate 
them with plastic bags, strangle them d 
with cheesewire or kill them in cold 
blood usin ies chainsaw or double- 
barrelled s 

Manut = асаа by the British f 
company behind Grand Theft Auto: И 
Vice City, dubbed the mast violent 
game ever - has been banned in New 
Zealand. But there are no plans їо cem 
sor the game, made for PlayStation 2, here 
despite а growing 

The game features death row prisoner armes 
Earl Cash, freed from jail to go on a murderous 
spree for an ultra-violent reality TV show. 

One British retailer вані Manhunt is the bench- 
mark by which ай video game violence will be | 
measured. It is horrific.” Players 


games thamselves, and offered “no 
comment” responses to accusative 
newspaper stories, knowing that agendas 
were already set against them. 

This unfavourable publicity for Manhunt 
arrives hot on the heels of the decision by 
New Zealand's Office of Film and Literature 
Classification to ban the game from sale or 
rent in the country. 


«ill me a Haitian." Even New York's mayor 
Michael Bloomberg got involved, though he 
suspended a threatened investigation into 
whether GTA: Vice City violated any of the 
city’s human rights laws after Rockstar 
agreed to eliminate the offending dialoque 
from future versions of the game. An official 
statement read: “We empathise with the 
concerns of the Haitian Community and we 


“The timing gave rise to wild speculation 
that the story might have been placed by 
the publisher itself in order to drum up sales” 


Additionally, there's a suit being pursued 
by the Anti-Defamation League, on behalf of 
Haitian civil nights groups, claiming damages 
for the Grand Theft Auto: Vice City's 
depiction of Haitian gangs. This case was 
prompted бу a news report on TV channel 
CBS 2, which drew attention to lines of 
dialogue uttered by characters in the game 
such as, “| hate these Haitians, l'm gonna 
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‘Horrific’ PlayStation video banned by overseas censor goes on sale to British teens 


Is this game even sicker 
than Grand Theft Auto? 


ride cf nlocodahs:ii 
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gain points by directing Cash to kill with a chainsaw, then saws off his met at school in London. They have without knowin 
in increasingiv brutal ways with dif- head and stabs him in the back. 


become mult-miülonaires selling Megan Bruns, o 


are giving serious consideration to them. 
Soma statements made by fictional 
characters in Grand Theft Auto: Vice City 
have been taken out of context. There was 
no intention to offend any ethnic group and 
we take these claims very seriously." 

Just as damaging, however, has been 
the media's reporting of this case. One 
particularly disproportionate article, in the 




















what it contains. with behavioural problems — are 


children's charity most likely to be attracted by them." 


ferent uweaporis. Tory ex-Home Office Minister — increasingly violent games courting — Kidscape, said: "Youngsters will sec John Beyer, of Mediawatch UK, 
‘It is a controversy worldwide. Vice City, themselves rewarded for violent? said: ‘Censors have no understand- 
who banned Manhunt last month, shame children in New Zealand the fourth in the Grand Theft Auto behaviour without a tought forthe ing of the consequences of games 


New Zealand censor ВШ Hastings, Ann Widdecombe said: 


said: "То succeed a player must have more protection than young- series, bas sold 12 million copies. 


leam to tolerate or even enjoy the sters here.’ 
violence he or she inflicts." 


moral implications of killing." hike this." 


Manhunt, released here before Professor Mark Griffiths, of Not- Last night Rockstar Games, which 


Manhunt's creator, Rockstar Christmas, is expected to replicate tingham Trent University, said: has previously insisted that its 


At the climax of the game - given Games, was founded by Sam Houser the success thri и word of mouth ‘Research has shown that kids most games are geared towards more 
an 18 certificate here - Cash kilsa and Terry Donovan, son of Sixties — Shopsexpectsflogdof parents buy- likely tobe affected by these games mature audiences, was unavailable 


man by cutting open his stomach — photographer Terence Donovan who їп Manhunt [or their teenagers = juvenile delinquents or chikdren Гог comment. 





New York Post’, advised investors to sell 
shares in Rockstars parent company, Таке 
Two Interactive. Characterised by grotesque 
overstatement, the piece declared of GTA: 
“This is 10,000 times worse than the worst 
thing anybody thinks Michael Jackson ever 
did to a little boy... the fact that the game 
Su B can't be sold to anyone under 

years сї age is completely irrelevant and 
anges nothing." Continuing in the same 
tone, the piece went on to compare the 
company's games to child pornography, 
cock fighting and dwarf throwing. 

This was a sign of things to come in the 
UK. Gary Younge's erroneous claim in The 
Guardian' that Vice City awarded "extra 
points for killing Haitians” was just a taster 
for the overstated indignance of 'The Mail 
On Sunday’. The strapline — "'Horrific' 
PlayStation video banned by overseas 
censor goes on sale to British teens" = was 
rather misleading, given that the sale of 
Manhunt in this country is legally restricted 
by its BBFC rating of '18', and was followed 
by a predictably veia argument that the 
game is set to deprave Britain's youths 


Mark Griffiths, a chartered pisi 


at Nottingham Trent University, who was 
quoted in the piece, appeared to condemn 
the game, though was at pains to stress to 
Edge that his views wera misrepresented: 

“| gave an interview to ‘The Mail On Sunday 
that lasted 15 minutes and was very 
balanced, but they took one line that 
wasnt even nght." 

Nevertheless, the article drummed up 
enough interest to warrant further 
discussion on ‘Radio Five Live’ and in other 
newspapers during the following week. 
indeed, there is a serious concern 
underlying "The Mails: blanket 
& research does 
show that very young children can be 


condemnation of the gam 
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Despite the outcry, Edge can't help but feel that Manhunt lets the player off lightly. The violence 
is brief and often veiled compared to the detail of a truly realistic recreation of brutal killings 


affected by the violence that they see in 
videogames. But it's clear that Rockstars 
titles are not intended for consumption by 
the very young. and Griffiths is keen to 
adopt a balanced view 
o stop the 15, 16, 17-year-oids playing й 


uv P PLEBE m Lm 
YOu re never Going 


a 


but age restnction should rule out мегу 


3 


young спвогеп, up ine age of 11 or 12. Its 
quite obvious that if уои or | sat and played 
Manhunt all day every day, it's not going to 
change how we view the world. But tor 

those who haven't had their moral 


development fully formed or their social or 


cognitive thinking fully tormed, they may get 


ideas about the world from those games 
and the media that they interact with." 


when the media chooses to create a mora 
panic around the issue of videogame 


It's hardly surprising that the real maturity of Manhunt = the way it plays with videogaming 
convention and magpies movie commonplaces ~ didn't make it into the ‘Mail on Sunday’ article 


violence is that the research undertaken into 
the effects on people of playing videogames 
ias produced INCONCUSIVEG results — partly 
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t methodological inadequacies: 
ot of it consists of cross-sectional 
studies, looking at one aroup of individuals 
in ane snapshot in time," explains Griffiths. 
id you cari Snow an effect afterwards, 
ht only be a short-term effect or, 
alternatively, Decause we ve got no 
longitudinal research [which examines the 


impact on individuals over a number of 


years], it may be that although there's no 
short-term effect, there may be a residual 
Сила erect 


The bottom line is that there's very little 
that can be done about irresponsible 
joumalism. "I've seen it happen before,” 

s Griffiths. “I've done research on 
videogame addiction, pointing out that rt 
only happens to a minority of players, but 
the headline in the ‘Mail’ was ‘Joystick 
Junkies’, This year I've written lots of articles 
about the therapeutic and educational 
benefits of videogames, yet one quote can 
still suggest that I'm slamming them." 

“| actually think the advantages of 
playing videogames far outweigh the 
negative effects," he concludes, “and all 
those negative effects come from very, 
very excessive play, and it’s a small 
minorty that are engaged in that 


continue 


kind of behaviour." 








Rockstar classics 


he company has 
je s back catalogue 

available for free download under the 
Rockstar Classics label. The range eurem 
includes two classic Hox 
Wild Metal and the original Grand Theft Auto. 
Both games have been optimised for current 
PC hardware, and are available to download 


from www.rockstargames.com/clas: 


It will be interesting to see if Rockstar 
chooses to scale back the lawlessness of 
future GTA games in order to forestall the 
type of criticism it currently has to face 


C3 
4 
G3 





CES marks new chapter for PC-based consoles 


American consumer electronics event steals march 
on ЕЗ by playing host to two new console unveilings 
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Apex and VIA's ApeXtreme console 
comes in two flavours and comes with à 
full version of Windows XP embedded 


Sony's PSX (above) is leading the way 
for all-in-one units. Infinium's machine 
certainly can't compete with its looks 





he concept of putting mainstream PC 

hardware into a console-shaped box 
has been mooted for years and, while 
Microsoft practically did it with Xbox, it still 
employs a proprietary OS and remains 
platform-dependant. However, at January's 
Las Vegas Consumer Electronics Show two 
separate projects were unveiled, both 
offering massmarket PC garning at a 
fraction of the cost of a fully-fledged PC. VIA 
Technologies Inc and Apex Digital unveiled 
the unfortunately-named ApeXtreme, while 
in&nium labs finally pulled the covers off its 
wretchedly overdesigned Phantom PC. 

The ApeXtreme PC Gaming Console is 
a joint venture between VIA, a Taiwanese 
microprocessor developer, and Apex Digital, 
a California-based cut-price CE 
manufacturer, which promotes itself as the 
fastest-growing consumer electronics 
company in history (in just three years it has 
becoma the number-one seller of DVD 
players in the US). VIA supplies the silicon 
expertise, while Apex provides the muscle 
to get the product under the noses of the 
American public. 

Apextreme is based on the VIA Glory 
Personal Gaming Console Platform, which 
brings together a number of VIAS own 
technologies into a fully-featured multimedia 
device. The system is powered by a 1.4GHz 
x86-compatible C3 processor, partnered by 
a CN4OO Digital Media Chipset that 
incorporates the graphics processing unit 
(GPU), MPEG? and MPEGA playback, TV 
tuner, Gigabit Ethernet, six-channel audio 
and a range of multimedia connectivity, 
including six USB 2.0 ports. 

The GPU — an S3 Graphics 
DettaChrome — is a powerful DirectX 9 
compatible unit (pixel/vertex shader 2.0), 
with an eight-pixel render pipeline running at 
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The long-awaited Phantom PC console lives up to the phrase 'PC in a box' by offering a 
choice of processors and hard drives. It will be reliant on broadband for content delivery 


a fill rate of 2.4 gigapixels-per-secoand, 
and which supports gaming at HDTV 
resolutions. The system also includes a 
20Gb hard drive and 256Mb of DDR RAM, 
while an 'instant-on' embedded version of 
Windows XP with Media Player 9 provides 
the front-end. 

The provision of a full Windows OS 
means that the ApeXtreme can act as an 
audio/video jukebox, providing video 


playback of DVD, VCD, DivX and WMA files, 


plus audio playback of most popular digital 
formats, from either the optical drive, hard 
drive or via streaming media. And, of 
course, it has access to a massive range of 
existing PC software which, presumably, 
isn't just limited to games. 

There are two systems on offer costing 
$299 (£160) or $399 (£215), with the 
cheaper mode! utilising an integrated 
Uni Chrome graphics core. This seems a 
strange choice, as this chip's graphics 
performance is no doubt underwhelming, 
and could lead to consumer confusion 
unless marketed appropriately. 

Despite this ill-advised two-tier 
approach, initial mpressions are that, if the 
ApeXtreme delivers on its promise, it will be 
something of a bargain. While it currently 
lacks the hard drive recording functionality 
of Sony's PSX (see page 70) it fulfils all other 
AV duties, including DVD recording, and if 
Apex can get the unit in front of enough 
customers with the right message, it may 
well stand some chance of survival. 


Phantom hardware 

Elsewhere on the show floor, the long- 
awaited (and conspiracy-theorist hoax) 
Phantom PG was finally revealed. 
Developed by Infinium Labs of Florida, the 
system ignores the home entertainment 
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slant in favour of a focus on games: “Built E 
Gamers for Gamers', it claims. 

Uniquely, the Phantom is totally reliant 
on an ‘always-on’ broadband connection. 
It's closely supported by the PhantomNet 
Game Service, which provides games on 
demand, game rentals and seamless 
upgrades over a secure distribution 
network, It also comes bundled with а гапо 
of games preinstalled on the hard drive – a: 
many as 50, according to David Frederick, 
Infinium's chief marketing officer. 

The lack of an optical drive negates апу 
aspirations to be anything other than a 
games machine, although it's arguable that 
future iterations may not even need 
removable media, instead delivering pay- 
per-play audio and video as downloadable 
or streamed content. 

Worryingly, the product sheet promises 
that it can be: “Configured to be the fastest 
most powerful console on the market." 
Infinium's website suggests a choice of 
AMD processors up to the XP3200+, up to 
1GB DDR RAM, and a range of hard drives 
up to 320GB. However, there's only the 
singile option of an NVidia NV36 (GeForce 
FX 5700) graphics card. The motherboard | 
a custom N-Force 2 Ultra 400 running an 
embedded version of Windows XP. 

This 'build-to-order' concept, where 
consumers are allowed to specify their owr 
machine, throws the whole ethos of a one- 
box solution into confusion. The Phantom i 
also billed as ‘upgradeable,’ though quite 
how you'd go about that isn't clear. 

The logic of a permanently-connected, 
always-on terminal is solid. but with the size 
of modern PC games and today's meagre 
broadband speeds, it may be that the 
Phantom conceptis just slighty J. 
ahead of its time. “is 





Nottingham game festival prepares for action 
Eclectic Screenplay festival builds most ambitious plan yet, with 
promises of EyeToy performances, Warhammer and more besides 





2 


ow in its fourth year, the 2004 


screenplay festival will take place 


on February 28-29 at Nottingham's 
Broadway Cinema. Organised in 

collaboration with Nottingham Trent 
University Digital Research Unit, the 
festival takes in retro reminiscences, 


game tournaments and art performances. 


Previous events have brought together a 
unique mix of game-makers, academics, 
artists and players. 

Ав part of the varied programme on 
offer, there will be interviews with Climax 
programmers ало a chance to preview the 
delights of Warhammer Online, plus web- 
streamed Desert Island Games sessions 





An intriguing mix of retro and modern, games and films, music and gymnastics, Nottingham's 
Screenplay festival aims to discuss videogames 'in the context of cinema and media' 


Recently reviewed 


А rundown of fast issue's review scores 


Title 
Castlevania Lament of Innocence 
Manhunt | 

Final Fantasy x-2 

Gotcha Force 

Ghosthunter 

Dog's Life 

EyeToy; Groove 

In Memoriam 

Max Payne 2: The Fall of Max Payne 
Monster Rancher 4 





Harvest Moon: Friends of Mineral Town 


Legacy of Kain: Defiance 
Teenage Mutant Ninja Turtles : 
Mario Party 5 

Top Spin 

Counter-Strike 

Bomberman Jetters 

Arx Fatalis 





with industry luminaries. The giant screen 
will host the final of the knockout E-Games 
Tournament, аз well as showing game- 
related films. There will also be trials of new 
performance pieces based around the 
capabilities of EyeToy, and a display by the 
what-it-says-on-the-tin House Gymnastics 
tearm, As well as retro and arcade classics 
to play, there'll also be a night of classic 
8-bit disco mixing. 

Central to this year's festival is the 
Regain the Game competition, which 
encourages game designers to submit any 
piece of software which rethinks 
videogames. The completion has no rules, 
beyond defining a. game as something you 
can finish or play perpetually, and a 
computer as a PC, console or anything in 
your attic. Closing date is January 30. 

See www. broadway.org.uk or contact 
Rasheega Ahmad on 0115 952 6600 
for more details. 


PlayStation? (o Коба | In-house (KGET) В 
5 2 ` Rockstar | Rockstar North. B 
Capcom. In-house (Studio 1) a 

. AlphaDrear Nintendo B 

.SOEE Frontier Developments 5 

SCRE | In-house 7 

] ^ Ubiso l Lexis Numérique 7 
PC, Xbox, PS2 Rockstar Games Remedy 8 
PlayStation? Temo in-house 4 
Game Boy Advance Natsume in-house в 
PS2, PC, Xbax Боов X Crystal Dynamics 4 
PlayStation2 Konami in-house 8 
PlayStation? Takara | Winkysoft 2 
Xbox Microsoft Game Studios Power and Magic B 
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Tracking developments in development 





www.gdconf.cor 
WWW.SErIOUSarries.ot 





The Game Developers Conference 2004 promises to be more 
than just fun, thanks to the inaugural Serious Games Summit 





nother March in San Jose, another 
Game Developers Conference. But | 
while GDCO4 is bound to be the usual a EN | | |, 
steaming rumour mill of the whats, | К 7 


Gan, obey 


Confere 


GDC04 highlights 


Jason Rubin et al, Naughty Dox 
‘Interfacing with Holly. 


lenges and Opportunities’ 


Randy Smith, lon Storm, “Would 
the Real Emergent Gameplay 
Please Stand Up?’ 


Casey Hudson, Bioware, ‘The Light 


and Dark Side of Creating a 


Julien Merceron, UbiSoft, ‘The 
Impact of Middleware Technologies 


on Your Game Development’ 


Jamie Fristrom et al, Treyarch, 
‘From Spidey to Spidey 2: Using a 
Preproduction Phase To Innovate 


While Managing Risk’ 


Michael Booth, Turtle Rock 
Studios, ‘The Making of the 


Official Counter-Strike 


Allan Murphy et al, Blue 52 
"Building an Integrated As 
Management System in 17 


Easy Stages’ 


Julien Bares et al, UbiSoft, 
The Art of XIIP 


Seth Luisi, SCEA, “SOCOM Il: 


Creating a Compelling Online 


Console Game’ 


Eric Kraber, EA, ‘Audio in 


Меса of Honor Rising Sun 


Dey Madden, SuckerPunch 
Productions, 'Visualising 


oly Cooper 





whys and wherefores of the next round 
of console hardware, the formal 
schedule of the five-day conference 
promises more weighty discussions as 
well. Most notable is the introduction of 
the Serious Games Summit. This two- 
day event, spun out of the previous 
academic track, brings together those 
who are interested in using gaming 
technology for non-entertainment 
purposes. It has been organised by the 
International Game Developers 
Association and the Serious Games 
Initiative, a think-tank set up to focus 


the management and leadership 
challenges facing the US public sector 
with respect to education, training, 
health and public policy. 

Ben Sawyer, co-leader of the 
Serious Games Initiative, says the 
summit is designed to 
different areas, ranging from 
professional developers who want to 
explore this emerging market, to 
educators looking at new ways to 
utilise game technologies as weil as 
representatives from corporations, 
government and non-government 
organisations who are looking to fund 
and utilise game projects to advance 
their specific needs. 


address many 


"| think people will be very surprised 
at the range of applications that have 
been developed in this area," Sawyer 
enthuses. “We've collected a number 
of products, including one for Building 
homes and another that helps people 


Ed Fries, Microsoft's corporate vice 
president of game publishing, is one 
of the great and good who will be 
sharing their wisdom at GDCO4 


on the usefulness of games in exploring 





Held in San Jose, California, between 
22-26 March, Game Developers 
Conference 2004 promises to be the 
usual mixture of socialising, learning 
and gossiping, while the inaugural 
Serious Games Summit hopes to 
demonstrate the wider opportunities 
available for game developers 


overcome phobias. The range of 
budgets, production values, content 
and time-to-build is amazing. | think 
when developers see the opportunities 
they'll find a lot to be excited about." 
One particular success 
area has been the US army's America’s 
Army game. Developed as 
recruitment tool, almost Юю; per cent of 
new cadets at the West Point officer 


ess Story in this 


training academy had played the gama. 


And all this for 0.3 percent of the US 

amy s annual advertising budget. 

to point out less 
senous games тоо. 


One is Incident Commander, 


En Ver iS Keen 


violent examples of 


developed for the Justice Department 
by Breakaway Games, it helps 
municipalities and county governments 
simulate virtual incidents like a chlorine 
gas leak. "Disaster drills are expensive 
to do and many localities can't afford 
them," explains Sawyer. "Incident 
Commander lets you simulate things 
that ага hard to do in real life. Think of 
it as being like Sim City's disaster 
mode on steroids." 

Meanwhile, the main track of GDC 
keynote speakers in 2004 is also 
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looking impressive. ld Software's John 
Carmack will be taking time out from 
Doom 3 duties to give the main 
programming talk, while Microsoft 
game publishing head honcho Ed 
Fnes leads the business side. 
Elsewhere, Shiny's David Perry will 
be sharing the pain of Enter The Matrix 
as production keynote, and EA's exec 
in charge af production, Neil Young, 
gives the game design keynote on the 
subject of LOTR: The Return of the 
King. Other notables include old 
favourites such as Warren Spector, 
Will Wright, Tetsuya Mizuguchi 
and Tim Schafer. 
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Kelseus’ realtime animation өй 


Antics promises a new way to work 


WAN. Kelseus.com 








This demo of Antics shows the flexibility of the camera choreography as well as the 
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cheapness Of south-east Asan labour 


combined with the tant control ot 
ntellectual properties and royalties by 
icense holders, are Scueezing me 
margins of many work-for-hire studios 
Sound familiar? Such factors have 


shed pler Wy Of un Ne developers Over 
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the edge during 2003, but much the 
same has happened with TV and film 
animation companies too. 

"Just the other week, | was talking 
to the head of an animation studio that 
had closed, He was thinking about 
starting up again, but now he needs to 
be in control of the process," explain: 
Richard Jones, MD of Cambridge- 
based eee tools Company 
Kelseus. The lesson learned is that to 
prosper in this Drave new world, studios 


аге gong to nave to work smarter 


nven, realtime 30 anim 
faceted pac капе. Linderpanrung its feature 
Python frontend. Generally controlled | 
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OpenGL v1.4 renderer, although users can also output via offline thirdparty renderers 
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time,” says Jones. "It's about breaking 
this weird way of working which means 
that the further а project progresses. the 


ar с le ра й 
harder things become to change. IBN 


used to say it costs you a cent Io make 
changes on paper, ten cents to do ї in 


a meetina but Dy the time you re 
building the product, it's $10million. 
Antics is about having the flexibility to 
actually change things." 

Simply pul, Antics is a framework 
approach in which characters, props, 
jeometry and animations can be 
quickly chained together and iterated 
through to create high-quality content 
One of the key aspects is the way 


AMICS handles the Dasic Interaction 


it an import/export pipeline to 


Discreet's 305 max, support for other packages will be added after launch. 
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"Imagine yox u're playing а MMOG 
that's running Antics,” Jones explains. 
"When you introduce a new object into 
the game, the object tsel will tell the 
avatars how to get into the nght position 
to say, hold it, instead of having to 
reprogram them. Once that's 
happened, the object becomes 
dynamically attached to the avatar and 


the system s under үп anemais 


some time ofr, as the first version of 
Anbos, to be released this month, wil 
be an offline animation tool only. The 
pant Gd Antics aamir g SDK will fork 
later. Jones aru юс that version one of 
Antics could be the difference between 
houses. ^W at we're offering is flexibility 
rather than having to plan your work in 
detail. If you have a few ideas, you can 
test them out and show people what's 
going on. Antics is about overcoming 
the way animation tools have driven ine 
fustry. We're offering a different 
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Antics contains a sophisticated 
pathfinding algorithm, which enables 


the avatars to navigate their way through 
scenes without bumping into objects 
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Alternatively, animators can directly 
control the avatars through à scene, 
recording their movement for future use 
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One of the neat features available via 
Antics’ scripting language GUI is 

the ability to set up communication 
channels between avatars, which 
enables animators to create relatively 
complex scenes, such as this bar setup 





In this scene, each of the avatars is 
trying to catch the barman's eye, but 
he only looks up after completing а 
sequence of idle animations. The 
result is a random outcome 
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ста. Substantially more than a penny 


US: Some people love ‘Penny Arcade’, the tr-weekly internet 
comic strip which dissects gaming's issues du jour with pithy 
humour and italicised swearing. Some people don't like it so 
much, but that doesn't really matter, because even the most 
ardent haters won't be able to find fault with their Christmas 
project. Child's Play, in which readers of the comic were 
encouraged to donate toys from an Amazon wishlist to the 
Seattle Children's Hospital, provides an eloquent and easily-linkec 
response to just about every negative newspaper article about 
videogaming in 2003. The total cost of toys donated at the time c 
writing exceeds $70,000, and that, along with a cheque for just 
under $30,000, created а serious amount of seasonal cheer 
amongst some of those who needed it the most. We wonder if 
some of gaming's bigger players couldn't take а leaf from the 
site's book when it comes to creating goodwill amongst all men? 
Go on, just mark "T 1 the budget as ‘misc. positive PR’ = it sure 
beats spending cash on promo T-shirts no one will ever wear. 
Read more, and see more pictures of Gabe and Тус! 
heartwarming adventures, at www. ae E 


maa Sisters do it for themselves 


Germany: Younger readers may not remember The Great Giana 
Sisters, a homage to Super Mano Bros developed for the СБА, 
Amiga and Atari ST, but then withdrawn by publisher Rainbow 
Arts under threat of legal action from Nintendo. 

Ав ever, emulation = education, but those faint-hearted 
gamers scared off by primitive graphics should check out Giana‘: 
Heturn, a platform game for modem PCs based on the forbidder 
classic. With five worlds and 30 levels, it promises to be heavy or 
ancient platforming action, and — hopefully = light on Nintendo 
litigation. By the time you read this there may be something to 
download from the official site. If not, casual Googling will reveal г 
least two other remakes from the last few years (including а 
bizarre multiplayer version), so do feel free to infringe intellectual 
property while-u-wait, Head to www.gianas-return.de 

















age of movies is gone...What 
ay to survive is they multiply the 
ects to catch up with what the 
kids want, because they've seen it in the 
incredible universes of these videogames." 


Bruno Bonnell deciares war on fim, 


“| exchanged the equipment with my 
labour, time, wisdom and money, and 
of course they are my belongings”. 


Li Hongchen takes the creators of popular Chinese online 
RTS Red Moon to cour û over stolen property. And wins. 


“| had a wonderful house with slaves..yes 
slaves..my sister roxy was a wimp but i was 
much more strict. [i] had a different bunch 
every week. some were chicken | 
ran out... you get the guys in th 
don't be scared... go in broke 

with bread | would tell the 


US minor ‘Evangeline’ talks about her 
time runt vene brothel on The Sims Cni 




















mas Mocking Мока 


НК: Enjoy the peculiar overcomplex stylings of Nokia's N-Gage 
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counterpart: there's absolutely no chance of you having to hold if 
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c» Run Lula, run ii 


Germany: is it any wonder Edge champions the charms of НИТЕ 
3D PC t 
tr eur ee frais ' TUE RE tW 
| to promote its Lu 3L PC game wil j NIME IRL 
protuberant talents. The result is a hanc 
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sex. It would seem that rather thar 





market of prepubescent Plasticine fetishists 


1, TOF some reason, the calendar nas шй any potential 





purchasers uncdecidecd, you may wish to consider that the game 
has been thougnttully designed to require only nant-hand mous: 


input, and that Lula = in the course of chasing across America to 





rescue some erohic hm performers from dastad Kidnappers - 
will be modelling her sexy new 'rubber siut" look 


US: Lookin j tor something tc brighten up your home for 2004 
Гор online nerd superstore www.thinkgeek.com is selling 
salf-acinesive wall decals in the shape of classic invaders, айал 
bachelor boys (or girls) to brighten up their pads with lurid poel art 


ү 


Each set includes seven 13-inch aliens in four different colours 


red, electric blue, raspberry and kiwi— along with an orange base 








station shooter and a handful of colour-coded missiles. Those with 
significant others may find application of the (removable) transfer 
ids to a somewhat strained relationship. But, as we know s 
weil, if yOu want style you've got to make sacrifice 
| Data Stream a gaming year 
Number of aanmes with January in ther tie: 0 
Number of games with February in their stie: Û 
Number of games with March in their titia: 14 
Number of games with April in ther title: О 
Number of games with May un their title: 4 
Number of games with June in their title: 2 
Number of Canes win July in Their title: 1 
Number of games with August in their titie: 0 Hill 
Number of gares with September in their tite: О | l MHH 
13 LI Hi 
Number of aa wth October in ther tit: А "ү! | 
Number of games with November in ther titie- 0 : HE WHI 
Number of garies with December in thes mie: 0 ИШИН l | 
Number of Edge stall who remembered The Hunt for Red Octobe f ДШН à 
and Oey hd, Cn " HOPING 
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came Nu-Nuon update 


UK: Last issue's Out There provided intrepid hardware hackers 
orts into a 
Nuon with joypad ports, provided they already had a spare Nuon 

with joypad ports. Mostly useless then, but neat, and as we noted 
in the story it was very definitely a start. Richard Davies’ latest 
update is much more useful because, while it requires a 


with a means to transtorm a Nuon without joypad 


reasonable amount of delicate soldenng, it no longer requires 
those hard-to-find ports. And that means anyone who can find a 
DVD system with the Nuon badge can indulge in some Tempest 
3K, a temptation that most dedicated gamers will find hard © 


resist. See more at www.debaser.forcea.co.ukn505hack/ 


сту Red wamor shot the ode! 


US: ‘Blue Wizard ls ORAN; To Die’ is a collection of poems about 


videogames, all written by Seth ана Flynn Barkan. In Fingers’ 


| website biography, he bills himself as "the last of the speakeasy 
ИТ psychos” with “an anachronism-ridden existence". Oh, Fingers is 
"ITI 1! 
га not easy to love, for sure, but we're all for broadening 
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videogaming s sphere of influence, and BMAD’ demonstrates 
that it's possible to write about the art us gee words more 
interesting than ‘gameplay’, ‘uber- 
There are more than 40 works here, inc! eee pieces on Crazy 
Taxi, Bubble Bobble and Sinistar. Our favourite, though, is ‘Joust’, 
which begins: “| don’t think there is much doubt that riding an 
ostrich / is pretty gay, especially when done as some part of a / 


апа Test. 


renaissance festival gone / horribly / 

The rest of that poem, along with two other excerpts, can be 
read at www.twhi.org/bluewizard.htm where copies of the book 
can also be ordered. 


horribly wrong". 


зва Valley of the dolls 


UK: Appere tly, Edge's robots, as presented in E131's ‘Big 
Robot Love’ feature, weren't good enough. One reader, 
Khan, was so outraged by the feeble collection that he bribed 
Edge with free stuff if we pluaged his website. But really... Mecha 
Production Facility is a design aroup creating clothing, music and 
other products featuring robots. Go to www.mecha.com to get 
the latest 


Sami 


Gundam, Neon Genesis, Evangelion et al toys to make 
up for the disappointing Christmas presents you received. 





Galleon 

It's nearly ready, and it's looking good 

Xbox emulaton 

Stil the best thing to do an rainy Sunday afternoons 
Bongos 


The word needs more stupid peripherals 
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Try-hards. Next up: UK's Sexiest Stamp Collector! 
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| INCLUSIVE popular but now retired sumo wrestler called 


Cild T Ime Б: GAME DESIGN Konishi, who weighs in at a significant 606ibs. 
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Japanese nationality. He's still very popular in Japan, 
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Author: Sheri Graner Ray 
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Mice versa. fo theres no fundamental reason why women 
wouldn't want to play computer games, They make up the 


maionty of intemet users and, significantly, players of web-based 


games — so why are there so few female console gamers’ 


T 


3raner Ray reckons there are some simple steps developers 
could ататегі to improve their hitrate. One interesting example 
is that while гта sila are happy to play as female avatars, 
female gamers rarely play as male. So even a game with the 
choice ofa avatar genc ii is already limiting the choice of female 
players. Other recommendations include thinking QUIET enabling 
both direct and indirect ways of beating the game, as indirect is 
more likely to appeal to women, С course. it's likely the rnajority 
of fast action games are unlikely ever to appeal outside the 
stereotypical 15-10-30 male, but the bottom line, as ever, will De 


the bottom ine of ims thal can anneal outside that bracket 
Th 
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Author: Rob Grant 





levyelooer wath tha highest! percentage of women o | 
сє" We tne TAO iid be Мах 2 ts os ces mmi Т? — LE] 
statt? We WOUI De IV е HUGO DEMING Nie oris e Konishiki has noticed the EyeToy and starts to 
which just happens to have the highest percentage of female | have fun. People begin to gather around him. 
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Who would have thunk it? Hob Grant, co-creator of The once 
funny (in a teenage sorta way) ‘Red Dwarf has come up with a zu 0 1 EE 
. The movements of his hands are accompanied by 


d 


H. 
third book, and he certainly seems to have found а пісте Tor nis i " il 
talents, Set in what's referred to as ‘the united Europe of the far- Advent Calender | 
too-near future’, the passing of article 13,199 of the Pan- ШШ" АШ E кү: 


European soneitution whic ich states; ‘по person shal De 
Em from b» yrnent in any Capacity, at any level A 


hilarious (in a grown up sorta way) novel. Actually, this is Grant's ; "e the (їр Wine paient 


dick Mr Saft life a misery. Not Loris has his partner bean 
squisned in a suspicious out-of-control elevator mishap, but the 
К en Biche. behind the noise, a song is 
БИШИ Sails " 


аппе has lost his luggage and his shoes (айан), his hole room 
nas no bed or bath and the оса! Ia hy ( т OE, att Т cl itter = fri WT! 


extreme anger management issues, realy hates nis guts. And so 





t goes. Travelling around a continent on the trail of a ver, 
competent assassin, Salt staggers through a population afflicted 

Dy non-specfic stupidity, attention-denoit issues and sexual It's not the first time it has appeared in Out There, 
nappropriate response disorders - and he still can't find a decent but a brief mention alongside another storyin E122 | 


паг cf shoes. Of course. before the end Grant has given up ап, | doesn't really seem sufficient for Retrospec, а 


pretence of worrying about plot and internal structural | website devoted to remaking and updating classic 
= I 
| 3 i i 
Ponsistency. and incompetence has slipped into a pool of sunaa | games for modem PCs. 
а. a. | 
abstraction. Which might not sound particularly amusing thus Everything on the site i$ lovingly constructed 


explained but, like any good joke, the secrets wrapped up in the and free to download, and provides a perfect way 
extremely competent delivery. Funny stuff to reciscover gaming's nistonical mechanics without 
having to etum to the low-res and low-pallette 
graphical slums. A gorgeous Head Over Haels 
traffic and plaudits towards the site. In case !t 
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| doesn't, # can have an Edge Award for General ‚ Щщ ESI ID 


зо feal free to make your own.) nh iple te cod A Kid's voice shouts: "Yo!" 
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UbiSoft don't trust you. They want you to 

buy their games, but they don't trust you. 
And in response to this, an open letter to "MCV" 
decrying RedEye as a crack-addled conspiracy 
theonst, RedEye's sure they'll claim they trust 
you. "Oh, we trust you,” they'll say. "It's those 
shifty characters down the market we don't 
trust, offering our precious, beautiful games on 
dirty, dirty CD-Hs. We think you are lovely." 

They, or at least the mass of suited sketches 

in RedEye's crudely scribbled approximation, are 
lying. It is exactly you they don't trust, because 
you are made from the same genes as they are, 
and they love getting stuff for free. They thrill at 
every free lunch the company pays for, ones 
where they get paid to eat and drink and mull 
over ridiculous concepts for decisions like, say, 
copy protection. Free stuff is super, super, super 


| isten up, me hearties. The people running 
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fun, which is why they've introduced extreme 
anti-piracy measures in a patch for Rambow Six 
3: Raven Shield, which, incidentally, is the most 
stupid name since Super Mario Advance 4: 
Super Mario Brothers 3's football score. 

See, RS3:RS's anti-pirate epiphany isn't а 
CD check or a serial number. Nor is it a retum to 
code-wheels or looking up the third word of the 
seventh line on the 13th page of a manual 
you'vedost. Raven Shield is one of a conceivable 
next generation of games which takes a little 
wander around your hard disk and decides for 
itself if you're a suitable candidate for soldiery 
fun. If it finds a tool that could potentially copy 
games — Daemon Tools or Clone CD, for 
example — or even spots so much as a virtual 
drive, you are rejected. 

Though reactionary geeks are quick to cry 
"What. About. My. Civil. Liberties!” at so much 
as the lack of an uninstall button, this time they 
have a point. This is the first insidious drip in a 
potential downpour, and it needs to stop now. 
Consider a future where EA thinks its monopoly 
on the human-management sub-genre isn't 
quite enough, and The Sims 3 refuses to install 
on a machine where a rival publisher has a 
competing product. "The Sims has detected 
incompatible software on your PCI it shouts. 
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"Uninstall Animal Crossing to continue." The 
other problem is that, like so many PC things, it 
is an infiexible rule, a binary decision in an 
analogue universe. There will be people with 
shiny shop-bought PCs failing to run Raven 
Shield who have CD burning utilities on their 
hard disks and have never, ever touched them, 
let alone considered nipping off Ubisoft s 
shrinkwrapped product. How йо you explain 
why their new game won't run, even though the 
PC meets the requirements on the box? Easy, 
RedEye supposes, You patiently explain how 
everyone's a big fat idiot, and make them 
promise nat to buy a UbiSoft game again. 

IF only it were that easy. Ubi (affectionate 
shorthand for the wonderful company that 
released Prince of Persia and Ghost Recon – 
RedEye reserves the full name for its other side) 
isn't the only firm in danger of kiling off PC 


REDEYE 


A sideways look at the videogame industry 


gaming for good. Codemasters’ FADE 
technology, of which it is very proud and rarely 
fails to mention, can apparently detect whether 
you're using a pirated game. If it finds that you 
are, the sirens do not go a-wailing, but instead 


of you, or is it the game mistaking you for a 
pirate? Is it just a bug? You can't be sure. Ш 

That's without wondering just what methods 
Codemasters use to detect piracy. Perhaps they 
do a scan for the eyepatch? RedEye has no clue 
how they're staying one step ahead. The simple 
truth is you can't stay one step ahead of an evil- 
genius community determined to rip you off. All 
that anti-piracy methods, from code-wheels 
onward, have ever done is annoy the people 
who've done things right. Everyone else does an 
internet search for crackz, and they're away, 
hassle free. RedEye has no idea if someone's 
managed that for UbiSoft's game yet, but he 
doesn't doubt that they will. So what to do? 

Look to The Sims, the best-selling PC game 
of all time. The Sims has a thousand reasons 
behind its success. One is that it's a game which 
rewards being part of the community, а 





community that ostracises pirates and praises 
those who рау into EA's ever-growing bank 
account with add-on-pack-inspired 
contributions. Steal the game and you can enjoy 
the cold code, but you can't ever feel part of The 


"That's without wondering just what methods Codemasters use 
to detect piracy. Perhaps they do a scan for the eyepatch?” 


the game continues, stifling a giggle. Then it 
makes itself harder, erratic, detenorates the 
Quality of the experience until it's unplayable. 
The plan is pirates can't detect if their crack is 
successful, can't distinguish between a badly 
ripped game and one they're not very good at. 
Perhaps that theory is sound. RedEye can't 
help thinking that in practice FADE damages 
legitimate players as much as it harms the 
pirates. Every layer of technology around a 
gaming core makes it.a little more unstable, and 
since there's really no such thing as a stable PC 
game in the first place, it's not like the code 
needs to be any more fragile. Crashing isn't the 
main worry, though, it's that the EADE protection 
has kicked in without you knowing. Doubt is 
ever present — missed shots, erratic enemies, 
puzzles you can't solve. Is it a failure on the part 


EDGE #111: 








Sims world without a legitimate copy. So the 
way forward is to love players, not to mistrust 
them? Possibly. Though even The Sims has 
rudimentary copy protection, Perhaps the lesson 
is something broader: those who invest their 
time on more things than PC gaming are likely to 
go and buy copies of what they want, but 
generally they want nothing as most games are 
aimed at a small percentage of teenage boys 
who love getting free things more than anyone. 
Create games for a broader range of consumers 
than just pirates, and soon those pirates will be 
dwarfed, becoming less The Black Pearl 
marauding around the Channel, and more a 
couple of schoolboys in a dinghy. Arr, arr, arr. 








RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 
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5 | write this column it's the season of 
А goodwill to all men, and to celebrate this 


there are few better pastimes than to dust 

off the GunGons and spend a few hours shooting 
men on the TV. (Its okay, they're terrorists: | like to 
feel I'm doing my bit for the “Coalition of the Willing’, 
the ‘Special Relationship’, and various other bogus 
rhetorical abstractions.) This is a discipline I take 
seriously. Few things in videogaming are as satisfying 
to me as getting into The Zone in a Time Crisis 
game: taking out nine men with the nine bullets in 
my handgun magazine, reloading and doing it again. 
The challenge of doing this, and the immense 
pleasure it affords, is to me the essence of the game. 

Now, to play Time Crisis 3 as | believe she 
should be played, you have to adjust slightly. The 
new switchable weapons, with the crude splash of 
shotgun or grenade and the firehose machine gun, 
may slightly offend the fastidious shooter, but they 


can afford some muscular relief to the trigger finger, 
and you are still free to impose your own discipline, 
saving the power weapons until the odds are 
overwhelming, then letting out a cathartic roar as you 
spurt through your machine-gun clips (don't try this 
at home if you have thin walls). 

But what worried me most to begin with was the 
presence of super-soldiers throughout the levels 
who have health bars that need to be wom down: 
no one-shot kills for these babies. A slight tweak of 
attitude, though, and all is fine: deftly switching to a 
grenade, taking them out, and back again to the 
handgun to kill their friends in one smooth sequence, 
or just shooting them to death with normal bullets 
while dropping their most dangerous cronies with 
alternate shots; either is just as gratifying. 

со Time Crisis 3 is good. Very good. In fact, if 
you have a yen for pointing a plastic replica firearm at 
the television and shooting imaginary men, it's about 
the best that can currently be hoped for. And this is 
my point: though it may be rather sniffily regarded as 
a merely ‘generic’ lightaun game in some quarters, 
it has afforded me more pleasure than almost any 
other supposedly more 'innovative' game in ages. 

Sure, there is the odd game that makes me 
want to sit back, light up a cheroot and stroke my 
beard, However, if | am scoring for fun, then Time 
Crisis is up there with Wario Ware and Soul Calibur 2 


among my favourite games of 2003. Maybe this is a 
sign of some level of structural maturity that the 
videogame industry has attained. One often hears 
the complaint that most games are ‘generic’, 
adding higher-poly models and prettier textures. But 
perhaps this is just a problem about mediocre 
games, not the fact that most games fit into genres. 
Consider the common sense inherant in the 
opposite point of view: you don't actually have to 
reinvent the wheel every time. 

John Carmack took this stance recently. Some 
perspicacious journalist put to him the theory that 
Doom 3 was, after all, pretty much the same as 
Doom: you wander around using a firstperson 
viewpoint and shoot monsters. Sure, said Carmack, 
it's the same. Why reinvent the wheel? "You don't 
have people inventing hundreds of new types of 
basketball," he pointed out, quite reasonably. It 
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makes sense. The firstperson shooter is such а 
primally appealing game-type that Carmack's team 
has chosen to concentrate on boiling it down to its 
satisfying as can be. This is where aesthetics matter, 


tested core mechanics are a reliable vehicle. The 
advantage of the fact that a good FPS engine hbs 
been commoditised is that it levels the playing field 
for creative work within that structure, but even 
the mighty Halo was not inherently very innovative. 
Sura, it messed around on the periphery with some 
nice things like the two-weapon limit, but it was the 
quality of the Al and the environment designs that 
really made the game what it is. 

Innovation for innovations sake, in other words, 
is not necessarily the be-all and end-all of game 
design just as it is not in other artforms. Not every 
film has to invent a new cinematic grammar like ‘The 
Matrix’. Not every novel has to do funky new things 
with page layout like 'House of Leaves’. Similarly, in 
videogames, it is sometimes enough to do a familiar 

gamestyle but just do it with more vigour, style and 
aesthetic élan than anyone else. There is still, 
however, some risk to acknowledging this truth, 
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which is the risk of stagnation and the risk of 
lessening ambition. If genres get too perfectly 
engineered, might they die? After all, how could 
Time Crisis 3 be any better? People have tried the 
odd new thing with ligntguns — as in Impossible 
Mission's occasional puzzle-shooting elements, or 


"Genres become genres because they work. Standardisation of a game 
style can allow designers to concentrate on improving the experience" 


environments more real, and the monsters more 
scary, et voilà — it's the same kind of game, only 
this time it's better. E 

Of course, | do not mean to argue that there 
should be no more gameplay innovations. If 
id Software is trying to create the most terrifying, 
elemental arcade shooter, then it is also good that 
Warren Spector and co are trying to push the 
firstperson viewpoint into new areas of interaction, 
But it is also good that Infinity Ward can take some 
standard FPS gameplay off a nearby shelf anc marry 
it to a breathtaking sense of dramatic scenario to 
produce the brilliant Call of Duty. 

The fact is that, in all artforms, genres become 
of a particular дате style can often allow designers 
to concentrate on improving the experience in other 
ways, secure in the knowledge that the tried-and- 
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the wandering-around bits in Resident Evil: Gun 
Survivor — but for me, Time Crisis's central shoot- 
duck'n'reload-shoot mechanic cannot be improved 
upon. If the screen took up an entire wall that would 
be great, but beyond that what incentive is there to 
buy another lightgun game in the future? Weil, simply 
the incentive of new levels, new enemies in new 
combinations. The same idea, more richly executed, 
is true in other genres, but a commodity the 
firstperson mechanic can offer us is the opportunity 
to explore an infinity of interesting new worlds. 
Formal innovation is still a fertile field, but more 
innovation in content, using standard forms, will be 
no less interesting. 20 
Steven Poole is the author of "Trigger Happy: 


The Inner Life of Videogames' (Fourth Estate). 
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what а new year means — its not just an 

opportunity to party hard, but you also get 
an opportunity to look back and reflect upon the 
year that's gone by. And what a year it was, 
especially for Sega. 

As you'll no doubt have read, there have been 
big changes in the way we organise the studios. 
At Amusement Vision, my own studio, we 
welcomed the Panzer Dragoon and Jet Set Radio 
Future teams into our fold. And then there were all 
those business announcements, first of a merger 
with Sammy, then about the talks with Namco, 
and then... well, nothing happened. After all the 
speculation it came to nothing, and Sega has 
continued on its own. 

So, in terms of games and business, 2003 
was full of all kinds of sensations, surprises, and 
drama at Sega, not least in the work I've been 


| | appy new year, everyone! And you know 


to be very curious about what it is, but | think that 
the eariiest I'll be able to tell you anything about it, 
maybe, possibly, is when ЕЗ is just around the 
comer, Sorry! 

By the way, talking of ЕЗ, Sega will finally be 
able to free itself from the ‘platform’ area at this 
year's show. You don't understand? Do you know 
how E3 works when it comes to renting space on 
the show floor? Do you think that paying a lot of 
money gives you the right to a great big space 
inside the show’? 

Well, it has to be said there's some truth in 
that, of course, but it's mainly a question of 
dividing the space available at the show between 
the platform manufacturers and the developers. 
It's all about negotiation, vou see. 

Software makers have to negotiate their space 
on the show floor and make careful requests to 
the right people. The platform manufacturers, on 
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doing. If you read this column regularly, you'll 
know that ме been developing a game which has 
become something of a symbol for a new era. 

Who would have thought that some day we'd 
be working in cooperation with Nintendo? And, 
even then, who'd have thought that | would have 
the chance to work on F-Zero? Of course, | had to 
produce two versions of the game, one to go in 
the arcades and one for the home console 
market, so I'm sure you believe me when | tell 
you, as I've been telling you all year, that I've 
been dead busy! | mean it! 

Зо what happens next? Well, we're ina 
situation akin to a pressure cooker here, and so 
we are keeping... yes, that's right, dead busy. All 
our time is consumed with the games we're 
currently working on = three separate productions 
being developed in parallel. 

Guess what? None of them are sequels. We're 
only working on completely original stuff. Now, 
while you can be sure I'll go into detail about them 
in this column at some point in the future, I'm 
afraid the time isn't right now. 

All| can say at the moment is that one of the 
three is based on an idea | first had four or five 
years ago. It's a very satisfying feeling, knowing 
that the situation is finally nght for me to do the 
game now. And, yeah, | know that you're bound 


the other hand, have priority. They get leases for a 
long period, over the course of several E3s. So 
this means that Sony, Nintendo and Microsoft all 
have the best places. 

Sega, on the other hand, is no longer a 
member of that exclusive club, and wath its 


are focusing their attention, l'm pretty sure that 
there is no way Nintendo will let Sony have allthe 
glory, and that they'll come up with a new concept 
for a portable machine. It will be something 
different from their GBA SP. 

| don't sae them just resting on their laurels, 
and so they'll come up with something big, 
something they know will take some of the 
limelight and press attention away from Sony's 
publicity, something which will widen the portable 
gaming experience. Oh, of course, on top of this 
we'll find out a great deal about the capabilities 
and potential of the next generation of home 
consoles, hopefully. 

So sure, 2004's ЕЗ is just bound to be a heady 
mix of rumours, information and excitement, just 
as it always is. But everything isn't purely about 
E3, particularly for Sega. Our company is now 
making a new start. Everyone here is full of new 


Toshihiro Nagoshi, general manager, Sega Creative Center division 





ambition, of energy, and our objective is to shaw 
how passionate we are. 

Passionate about what? Well, about garnes of 
course. It's a new dynamic — you can see it 
everywhere in the company, particularly in the 
software presentations. ме seen so many 


“1 know this sounds like a free advert for my company, but after such a 
long time having difficulties, | really think that 2004 will be Sega's year” 


software the company is now very much 
multiplatform. Howewer, up until the last E3 we 
benefited from the long-term leasing agreement 
we macde when we were still selling the 
Dreamcast. That's why we had a huge space 
there in 2003, just like we still were a console 
maker. For the 2004 show this agreement will 
be over, and we will be treated like a simple 
software developer, the same as any other. 

That's not to say you shouldn't coma and visit 
us, because you definitely should! 

Shall | give you my thoughts on what's going 
to be hot this year at ЕЗ? Well, there's no doubt 
that the PSP will be the subject of a lot of 
attention. It's been quite a mysterious piece of 
hardware up until now, but we're all going to see 
the light quite soon, | think. 

Still, even though that is where most people 
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desirable, top-quality titles recently, so many 
games with an incredibly high degree of challenge 
in their design. And while the huge recent 
restructuring changes within Sega caused much 
concern inside and outside the company at the 
start, we can all now see how much of a good 
thing it really is now, 

You only have to look at the quality of the 
games we're working on here now. Yes, | know 
that this probably sounds like a free advert for my 
company, but after such a long time having 
enormous difficulties, | really think that 2004 will 
be Sega's year. And | hope all of you have a 
happy new year, too! 

See you! 


Prior to Sega s recent restructuring, Toshihiro 
Nagoshi was president of Amusement Vision 
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he age of the average gamer is creeping Buldog was out. Nevertheless, Child B (it beat reach it, game over. Sure, you can always go back 


steadily higher, as fewer of us refuse to оме having to trawl through baby-naming books) had and try to get a better time, or score, or find all the 

ip the hobby with the onset of middie-age brought her GBA, along with several years’ worth poxy coins — but these are still finite. They have an 
on the horizon. As one matures, one likes to of review carts. Most of these — being the ignorant end, either when you've seen everything there is to 
consider one's tastes as becoming more refined. Fokérnon-only giri that she is – she'd never even see or your patience runs out, whichever comes 
га be nice to think you dont change as you gel bothered to look at first. Super Mario Sunshine is a finite experience. 


older, that you're not ultimately turning into some Rooting through the bag, isolated in the dim Prince of Persia is a finite experience. S5X3 will 
end of your parents (I'm certainly semi-light of a single bedside lamp, | struggled їс expire. Halo, Half-Life and Pikmin are all great 


di ioci g my mother’s breasts), and that you're work out what was going on in Super Mario garnes, to be sure, but games with an end. 


not becoming too set in your ways, and all that Advance 2, Earthworm Jim and others, before Developers have become so obsessed with telling 
Md y 


But the truth is you can t stay 17 forever, And, as resigning myself to a toss-up between the original a story, or with pales marketable characters, апа 


Her Majesty's Courts recently pointed out to ma, monochrome Tetris and — ye gods — Scrabble. By 50 consumed with trying totum games into the 


I'm not acing to be able to hold back ageing by 4am | was still Scrabbling, my synapses firing with interactive equivalent of movies and books, that 

sonsumung the boiled flesh of teenagers. No the intellectual stimulus of it all and my adrenaline we re torgetting that games can be abstract and 

matter how much of it | eat. Inevitably, | diaress gland pumping because | KNEW this wouldn't ongoing expenences. Would tabletop Monopoly 
The point I'm making is that as lm matunng and. Га be beaten, or beat the machine, and be improved if play were broken up with vignettes 

(oh, all nght - becoming an embittered old fart) my could just start again. ЇЇ was a game without end lating the story of an evil property baron 

gaming tastes are ene narrower. Nowadays, because avery time | turned it on | knew | was Stones, by their nature, have definable 
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rarely step outside of my favoured genres going to get a different selection of letters. Several boundanes. Yes, we can always qo back to 
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Page 28, press hold, and reveal. ‘Digitiser’s founder speaks out 





Nevertheless, you can occasionally teach an old months later l'm still hooked (short toilet breaks familiar tales, but the surprises will be gone. How 
dog new tricks, and I'd like to think that l'm more and attempts to earn a living notwithstanding). I'm marry infinite games have we seen in the past few 
open to certain new experiences (Ике having a not even playing it against other people — just the vni Woms, the criminally unreleased Animal 
catheter fitted) than | was ten years ago game's selection of hilariously-rendered artificial Crossing, The Sims, Grand Theil Auto (perhaps) 
(Go on = try and guess which game | played opponents, Sadly, thay are my only friends these and vanous post- Tetris puzziers — though even 
more than any other last year. The Wind Waker? days. Undoubtedly, the cynics among Edge's some of those insist on featuring thoroughly 
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palate. Devastation? РИ! About as linear and “My synapses firing with the intellectual stimulus of it all and my 
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videogaming's ted publication. old man’? You can no longer bear the 1 and Dut if more games were to concentrate on 


No. tha С game | ve played more than any other tha расе Oi today’s cutting-edge tithes? аре, ding some transcendent lol QEY iy than 
this year is the Game Boy Advance version of Maybe so, but | like to see it more as a sign leasing us with an inconsequential and ultimately 


Scrabble, What's that you вау? That's most that l'm wising up while you lot are grounded in redundant ves they'd surely provide better value. 
absurd thing you ever did hear in your entire life’? the ugly stupidity of youth. While I'm stil playing Once again, | implore ‹ ree 5 to get their 


Well | shit thee not: GBA Scrabble has dominated my £15 Scrabble in six months’ time, your 40-quid heads out of Hollywood's backside and back into 


the last six months of my life, And to think | have copy of Medal of Honor: Rising Sun will have long games. To take this medium and open it up, offer 


the GBA's godawful screen to thank for it since rotted on your shelf, How many games offer s something we can't get elsewhere. Pk lk wood 
50, there | was in a hotel in Brighton (don't such open-ended gameplay? How many other may have been influenced recently by the visual 

ask) Trading my thumbs (stop smggering) and games are this different and random every time presentation of games, but they re never going to 

bemoaning the fact Га neglected to bring anything you play? How many other games are so be concerned by the lazy, derivative plotting 

Win me to read. | was unable to walk the Inree Deautitully streamined’ Arguably, multipiayer Ary how — thats enouah from ma. I've got a 

minutes to the nearest shop on account of my gaming is open-ended, but how many of those piss Dag to change. 

crippling apathy. | was shanng a good-sized family test language skills beyond typing “UR Сач”? | Е 


room with my daughters (shut ШР), who had long The thing is, modern gaming is geared Mr Bifo is а semi-retired videogame journalist. 
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since fallen asleep, meaning a game of British towards the finite experience. You have a goal, you His views do not necessarily coincide with Edge s 
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Incoming electronic entertainment from across the globe 


most wanted When games miss the Prescreen boat 


Juiced 
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Painkiller 


Tom Clancy's Splinter Cell; 
Pandora Tomorrow 
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Hesident Evil Online 
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Nightshade 


Kokakukidotar; SAC 


(GameCube) Nintendo 


Virtua Fighter Cyber Gen 
Wangan Midnight Maxi Boost 
Prescreen Alphas (various) 


Prescreen Focus: 
Hyper Street Fighter Il 
Anniversary Edition 
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(Xbox) Microsoft 


(PlayStation?) Konami Б 








JUICEC 


Even Formula One has forgotten the most vital truth: motorsport is a story about people, not 
technology. Yet it seems gaming isn't prepared to make the same mistake. How refreshing... 
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run 


Even coming in fourth place out of four doesn'! mean you've necessarily lost - so long as an А! 


teammate takes the chequered flag. А well-placed bet on the race can yield a huge cash bonus, too 


Can't surf? Then cruise 
Perhaps the most promising aspect is 
Juiced's online functionality, about 
Which the studio is somewhat tight- 
lipped. Prying reveals racing to be tax 
cross-format, however, and the respe 


system remains al the core of play. 
The crew system is ideal for boosting 
online play, as is the accompanying 
betting aspect. Expect online trading 
of parts and cars. 
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governing the game is ‘respect’. Pull off a 360 
while leading and still win, for instance, and 
you will benefit massively ~ whereas crashing 


will lose you respect. Any damage must also 


be paid for, though there are options to either 


restore pudo or simpry mena the vitals, 
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particular events also sees a skill increase, Lancers, Skylines and imperas, tamibova4»nily 


and further profits are available from gambling powerful US muscle cars and the impotently 
= again it's not simply about winning. funous shopping boxes so beloved of 
The options, although yet to be firmly set, supermarket car park-based youths, These 
will include such things as any crew member nclude Civics, Clios and other such 
winning, your team finishing 1-2-3-4 or the nonsensical mumsyrmobtles, yet the licensed 
player beating a specific racer. Haces bodykits, alloys, nitrous and turbos mean 
themselves also have varying objectives, and each of the 50+ vehicles can be siced and 
Every trick has a name, and you gain respect 


for pulling them off. Respect is lost if you 


each fresh area of the city is unlocked after а shaped beyond recognition. 
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high-stakes race for pink slips. These are the 
V5s, as vehicle ownership documents are 
known in the UK, rather than pieces of silky 
negligee. Given the strangely homoerotic 
nature of obvious influence '2Fast 2Funous’, 
ies is a good thing, though losing your car 
and all its custormising parts remains painful 
The cars themselves cover Japanese 


technology’ supercars (the now-familiar 


Though all this may sound a lot for a new 
studio to pull off, behind the new name lurk 
the creators of the highly promising 
Larnborghini, which disintegrated within 
weeks of the shelves when Rage succumbed 
to the dying of the light. EA now owns that 
game but currently has no plans to release it: 
when Juiced finally squares up to NFS 
Underground, we may just find out why. 
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mess up the trick and crash into the railings 





а. а | ар " = [и = foe =ч FOAN aha гъ гъ RIAR 
oome GE elope! 5 are pusning Tirstperson snooters Into 
bn uam Tum aac RAS Lol A "D mami къ banale m Aia Fear F thom 
Drave new worlds. And some are trying to reinvent otners 


"Phu" if 
$ 





ame names can be decemviri‏ ج 
s бы; Lol. — mm рч ry л, # =f‏ 
Fa aer. Tor тапса tS not all‏ = 


about attacking pain where it hurts, 
but simply attacking anything that crosses 
your path. Just plain Killer would be a more 
accurate label tor this PC firstperson shooter, 
but presumably that wouldn't sound nearly as 
соо! to the ears of those marketing it 

Wonky title aside, there are things here 

worth celebrating. This is the first title to come 
out of People Can Fly, a Polish developer set 
up in earty 2002, and it has all the hallmarks of 
European codeshops down the ages, from 
ambitious proprietary graphics technology to 
some in-your-face, if familiar, gameplay. 


You assume the roie of Daniel Garner, a 


“The creatures you come up against are all 
skull heads, spikes and grey/brown flesh 
tones, and there are loads of the things” 
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The architecture has a gothic feel and some of the baddies have pseudo-religious leanings, which all 
adds up to a typical feel for a PC gama. But the devil is in the detail, and you have to feel the physics 
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hero with the same scornful expression and 


long black leather jacket as so many game 
protagonists, His dilemma, however, Is a little 


"s ^ ч س‎ M - 1 ال‎ ! ho mE e VA A Tx 
out of the ordinary: he's dead. What's worsa, 


heaven and hell, having been denied entr 


upstairs. It seems that the only way to find out 
what he's done to deserve such treatment is 
to run, shoot and jump through 24 levels of 
twisted, stripped-down firstperson action, 
While Half-Life 2's development continues 


to blend Al, narrative, physics and a whole lot 


nore in an attempt to carve out tha future of 
PC gaming, Painialler is focusing on a 


ATOE Sei Û 1 


goals. Key among them is its 
use of the Havoc 2.0 physics code, which 


lends the game a weirdly organic feel. The 





best way to describe the game's physics rs fr 


run through a scene. One level, for example, 


has you starting out facing a large stone 





archway. As in every other level, the lighting 
here is subdued, but there's en КАЛП 
liuminabon to make visible a smal гига сап 


up ahead. You aim your weapon - a 


steampunk-styled device capable of firing 





wooden stakes at high velocity - at It and 
cose off a projectile. ' Thunk' it goes as it hits 
home, embedding itself in a wheel, sending 
the cart flipping over and on to its back. But 


then you notie that the wheel is still spinnin 


the stake protruding from a spoke going 


around and around as it does so. Eventually 


comes to rest. I's a tiny detal but one tnat 


immediately makes the gameworld feel like é 


Format: РС 
Publisher DreamcCatcher 
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fore, You fire off е pa d st within its 
some more stakes tcr as the Havoc large, crumbly environme 
de does its thing, flopping the car} over from the Doom school of design, all skull 
| of inertia. pads, spikes and grey/brown flesh tones, The Havoc component naturally includes rag-doll technology, allowing enemy bodies 
P to be flung around with abandon once you've nailed them with the appropriate weapon 






sending straignttorward firstperson shooter, Stakes are high 
Ine cloth Парри: Ig around and in on eel, the extravagant physics and other touches However much fun it is to simply mess 
around with it, your stake-launcher wasn't 
built as a plaything. It was fashioned as a 
weapon to take out the undead, and it does 
шумои to tha naked eve i enone, TC But tne i ey in glorious style. But it's what happens 
| Ага jer des, And the 100- : onc& you've hit your target that's particularly 
foot-tall. hamrmner-w ielding bx if noteworthy: your projectile passes through 
their body and, if there's a solid surface 
behind, attaches them to it like a mouse 
marks against at first appears. Wei take another look pinned to a dartboard, Amusingly dark stuff. 
which to judge such an extravagant clair) at tne game croser to Its completion, | 






turling and unfurling in realtime, fact, think House of the Dead taken off of its 













— 5', although it's not mad Leary theres a lot more to Panier than | b. 
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Fancy a quick game of Shirts and Skins in Sam Fisher's playground: 
A T Kind or muitiplayer means running away nas never been so much fun 
уои stop and think, it becomes 
obvious. A competitive stealth game 
not have a traditional thirdperson 
camera arrangerent. If the camera can rotate 
to face in the opposite direction to y 
character, then vou can see Over ү 
shoulder. And if you can see over your 
shoulder, then anyone sneaking up behind 
you la going to feel like a clumsy chump; 
It was а conundrum that bothered 
Gunther Gallipot, creative director of Pande 
Tomorrow, from his first glimpse of Metal Gea 
Solid. His answer is as radical as it 
irrefutable. Splinter Cet: Pandora Tornorren 
pit firstperson players against thirdperson 
opponents. Which, initially, seems like only hall 
a solution. How could this not hand exactly 
the same advantage detaiied above to the 
thirdperson players? 
inn 





1e spies are made of rubber and oil - 
qur S | |i eels a as noy bounce to grab UbiSoft have developed a radical new PS2 
ian ledges and seep inv Sibly | round corners" shadowing system which responds dynamically 


Dy balancing, of course, and a sensitive vulnerable to mercenary fire, but their own 


and remorselessiy Oetaled Kind of balancing weapons are only able to stun opponents - 


at that. It makes perfect sense for the ninja- their only way to permanently take a merc 
like Shadownet spies to have the Ene down is with a hand-to-hand neck snap. 

of thirdperson surround vision. By their nature, Gallipot calls this "limiting the lethal distance 
they ought to have a hergntened awareness of and it's the main way the game squares the 
what's going on around them — a sixth sense odds between the all-seeing spies and the 


about what waits round the next corner, The firstperson Argus mercenaries. The latter's 


price they pay is that not only are they highly offensive might and defensive toughness 





make up for the peripheral limitations of thair 


Cyclops-visored viewpoint 


Although you have a Completely tree 
choice over which Character you Seect N sinew, Sowed Oy ihe caution qeanec ror 
рау, in reality it's no choice at ай, Емегуоги years of experience. The spies are made of 
NSUNCIVE «nows wnetner ney re a Spy or a rubber and oil = or at least that's how it feels 
merc, whether they want a qun in their hand as they bounce to grab high ledges and see 


or a creep in ther step. Edge knows, deep nvisibly round comers. Their space is three 
down, that its a spy dI | йы them dangle from pipes 


The levels, which host a range of missions and crouch, colled, on top of boxes wnlie th 
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natura habitat — brignt, empty comoaors мс! ап immediate апа 





favour the mercs, and gloomy courtyards accurate readout on where the intruder is. 
Dristling with zip ropes and chain-link fences Then its a race through the level to get there 


"LT 


tor the spies to Spider-man ther way around, before the spy has the chance to hide himsi 





Victory will often depend on luring your away — always supposing, of course, that hi 
opponents on to your own turf, where you teammate isnt waiting to drop on your hea 
can us ir acvaniages то ine п as you roar througn tne nalmways 

The Shadownet operatives may be | Mercs' specia rs can track 


cL ағы 


s is Die E! Ры T іа = "X725 hee ا‎ FT а= аш = Жа. Aarne гысы ту m MEER à 
Although the Shadownet guns are non-lethal, players can use them to detonate mines, shoot on oam risner, Dut they реу ike an 'overnent, WCA rearis nervous INAS Wi 
out cameras, and puncture fire-axtinguishers to coat a passing merc's visor in blinding foam evolutionary leap, Sam is made of bone anc want to take cover behind shadowy boxes 


Format: PS2, Xbox, GC, PC 
her: UbiSoft 
пег In-house 


gin: France/China 
: Spring 2004 
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The singleplayer Sam 
{| After the prodigious success of the first 
Splinter Cell, it was never likely that 
UbiSoft would have risked any 
| substantial meddling. Instead, Pandora 
sadi | | Tomorrow takes Sam out of his natural 
Tm = | corridor habitat and sets him loose 


across the globe. Although the story is 
still substantially under wraps, it's clear 
the plot will sail pretty close to the 
political wind. Sam's tour will take in 
potential real-world flashpoints like 
Indonesia, Jerusalem and LAX. Levels are 
much more open, from steamy cannabis 
glades to derelict docks. Aware of the 
risk of disorientation, the designers have 
planned the lighting for each area to 
direct your interest in a particular 
direction, highlighting the multiple 
routes around each mission. 

Having listened closely to feedback 
from reviews and players, UbiSoft has 
taken on the criticisms levelled at the first 
game. The fat reticule, which made 
aiming difficult, has been replaced with 
an optional laser target = although using 
it runs the risk of alerting guards to your 
presence. Also modified is the 'three hits 
and you're out’ rule. Each slip-up, 
however, will provoke the quards into a 
higher level of alert = they'll put on Боду 
armour and patrol more aggressively. 
Their amnesia should also be a thing of 

па box, nowewver, the past- you can't shoot their partner 
'5 coming — so you turn on and hope they'll regress to their usual 
routines after a minute or two. Some new 
moves — the thigh-testing split jump and 
se the mercs | | the ‘Mission Impossible’-inspired SWAT 
turn - may not have a radical impact on 
gameplay, but add to the magnificently 
As well as the visual variety brought by sending Sam out to play, there is also more scope for physical presence of Sam Fisher. 
mixing up play styles. Some of the jungle settings are designed to allow players to let off steam 
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shadownet character. But while it may prove 
t Kind of risk to be 
iin the main game 


цу 


е The train set-piece plays very well, forcing you to use the full panoply of your stealth gear to 
somewhere it nas never been before. = get into a position to use your laser microphone and eavesdrop on a suspected double agent 
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Astronomical popularity, a: | iqures, ana now, тог Astro 
a з F. =r 


Boy, what Sega hopes will be an Astronomical Interactive Adventure 
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licence for development — along with the fact 
that even after so long he ramains one of the 
most popular cartoon characters in Japan. 
Initially developed by UGA, and now by Soni 
Team following the amalgamation of the two 
studios, Astro Boy: Tetsuwan Atom's 
presence on Sega's 2004 line-up brings a 
strong brand name to a company stili seen а 


Weak in the eyes of many consumers. 


а player controls Atom in what amoun 


walks, if so desired) his way through 
eiropas, a huge city aided up into areas 
which are unlocked on the completion of a s 
number of missions. Character attributes are 
also uniocked with progress; each upgrade 
adds a new ability, such as fining lasers from 
the fingers, or shooting cannon balls from 
Atom's Astro Boy апт. Special moves are 
available too, but that’s not to say that things 
get overly complex. Quite the opposite, in 


me is targeted at ‘casual 


Astro Boy: Tetsuwan Atom is the first 
game developed in Japan to use the 
Havok 2 physics library. That said, it's 


unciear exactly where it's used - its wz 
impact on the game appears minimal, sul Ta 


at least from we've witnessed so far Шу, m 
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etore you dismiss Qutbreak as 

another shoddy Gapcom 
E conversion, now likely to arrive on 
these shores minus its USP consider the 
singleplayer к! in which potential online 
buddies are replaced by the game's artificial 
intelligence. Can you really imagine the 
average deathmatch jockey happily Indulging 
in the caring and sharing that's required to 
stem the zombie tide? Than maybe It's for the 
best that youll only be able to play with 
computer-controlled characters pre 

programmed to watch your back 
Capcor is hoping the co-op dynamic 

takes ої, Decause otherwise it's largely the 
same old Hes! that we know and ahate 
пат conspiracy storyines, сштеу character 
control and interminable 2 loading mes 
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can rifle through their items and highlight 


something you want to exchange. Your 


character then pleads for a swap (We liked 


Au 1 UT rmm nmt Vd d a ape = Hy 
Kevin's needlessly sarcastic "Can | have 


pretty please’?") and, if accepted, the 
hangover iS animated on (he screen. 
Four categories of SORE. = halp', 


follow me’, ‘thanks’ and ‘get out of my face 


and go and do something more usefu helping you solve puzzles, getting out of your 


H 


allow you be understood by the Al, and it's way, attacking the zombies 
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cneerng tO 888 COTO iuter-controllecd Sense, БГА manner or ever Snuran це up 
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| hey also act independently, wandering into anything new?" asks Mark. No, not in the 
пем rooms, picking up herbs and even three seconds since you last asked, you clot 
=. p = ^ i Е ae Ф а р om — i s arm p dmt meum mom c =. 
combining items by tharmselyes пег МЕКТЕ OO MNA ulranoes am 
However, theres a lot Ihe computer inilially impressive, but the continuous 
controled characters just won t do, such as repetmon Gan be torture. 
Ultimaten, thats ine problem wit 
b! sh РЕР od = = = Se | T: 
ambitious Al = vou end up terminally frustrated 
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game by yourself and hoping they follow you 
with fresh supplies of areen herb. Played like 
his, Outbreak becomes little more than 
Resident Evil 3 with bumbling sidekicks. 
Obviously, the gameplay mechanic would be 





entirely differant with human players, 
engendering a genuinely new Hes! 


The (over) familiar setting is Racoon City, but 
you play as civilians, not S.T.A.R.S. agents axpernence. Зо get petitioning. 


Each character has a special move to either kick 
or dodge zombies until armed comrades wade in. 





PlayStationz 
Publisher, Capcom 
Release Outnow (Japan), TBC (UK) 
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The ability to exchange items between 
characters is a major new gameplay innovation. 
It remains to be seen if human players will be 
generous in sharing their precious herbs, but 

Al characters will generally yield up what they 
find, so you can use them as mobile item boxes 


Crimson Sea 2 


Xbox hope doesn t perform 
equel on Р52, of course.. 


What do you do when your bi 


to expectatione? ' You put the 


rimson Sea was announced for Xbox 
at the consoles Japanese launch. It 
|_| found a release in December 2002, 
ae by that tirne it was clear the Xbox's 
installed base would restrict opportunities for 
the series, and a PS? version was considered. 
It never happened, but it's of litte surprise that 
the sequel has been announced for Sony's 
machine, not Microsoft's. 

And maybe that's the biggest change, 
because structurally the game is very similar 
indeed, with waves of ‘Starship Troopers’- 
style enemies attacking in their hundreds. The 
spirit of Shin Sangokumusou is evoked, but 
more so. Honed code and improvements in 
PS2 programming mean Koei can throw more 
enemies at the player at once, to the game's 
benefit. The objective? An intensity rarely seen 
outside scrolling shoot ‘em ups. 

Full-on attack isn't the only solution to the 
player's problems, though, nor will it always 
prove successful. Using the environments to 
your advantage will be vital, as will mastering 
the different types of weapon: guns, blades 
and ‘neo psyonics'. The latter are special 
moves used to defeat a large number of 
enemies at once, the modern-day equivalent 
of the smart bomb, and appropriate when 
facing а boss, or just in times of extreme peril. 

Not that there'll be many moments when 
the player isn't in peril, of course. As they 
progress, their character gains experience to 
spend levelling up their weap 


















ons. Choosing to 


The Over Drive attacks, which let players use 
more than one weapon at the same time, have 
also been improved. It's possible to fling an 
enemy up into the air and then open fire 
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For at: PlayStatio 
Publisher: Ke 

De 'ealoper: In-hou 
Origin: Jap: 
Release: Spring 20 








The upgraded engine means the developer is 
able to considerably raise the enemy count 


concentrate on ballistic weaponry could brin 
‘The Power Bullet Gun’, 
number of high-energy bullets. Putting жй 
into swords, on the other hand, might b 

them with “The Gravity Blade’, which ase 
through the laws of gravity, tossing enemies 
around like weightless rag dolls. 

Core improvements over the onginal, 
though, are few. Time Extend allows contro! i 
time, and combos are more easily executed 
so dramatic screenshots can be more easily 
taken. It's unlikely that particular marketing 
tickbox will be enough to sell Crimson Sea о 
its own, but the Xbox version was attractive 
enough, and it will be interesting to see if it 
receives the success on PS2 it was 
deprived of an Microsoft's machine. 


which fires a limited 





Multiplayer allows two characters on the same 
screen to play head-to-head or co-operatively. 
In Tournament, players compete to kill the 
most enemies in a limited amount of time 
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Relaase: March 5 (UK), Out Now (Japan) 





It didn't work for the Karate Kid, but could Sega's 
ninja action be strengthened by the feminine touch? 
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Sega WOW, the division formed by the TI | 
company-wide series of mergers that took | 
place throughout Sega in September 2003 
Sega WOW is the marriage of one of Segas 
least notable divisions (WOW Entertainment) 
with one of its most colourful (Overworks, 
the team responsible for Skies Of Arcadia 


and the original PS2 Shinobi) in the hope 


НИН 


that the fruits of the union would be more 
refined than inbrecd. 

The opening levels of Nightshade fe 
iore apprehensive than auspicious. 
Jana dilerence in this pseudo-sequel to 
Shinoabi is an attempt to make the Gane 
more accessible. Players are given a better 
chance to acquaint themselves with the ‘Tate’ 
system of combat (see 'My flair lady’) before 
worrying about stringing together daisychains Э ee ert КИ ГАНДАН 
of wall runs and mid-air sword swipes. That's 
not at the expense of additions to the 
combat, however 

Nightshade is a temale assassin, meaning | IQOSIENSNNMEANNNENNNMANENNSNNNENKNNNAXS 

she's a far quicker toy than Shinobi, but is d: 
none the weaker for it. She retains all the ' 
graceful ninjitsu of her forebear — stealth 
dashes to, from and around enemies, for 
instance — but brings a shield-cracking KIC 


r. 
attack to the kill, Her footwork can be used to 
Nightshade sports ninja pigtails that draw 
out some swish trails of lighting in her wake. 
They're not quite as striking (or practical) as 
Shinobi's own tattered crimson scarf, though 


launch enemies into the air, and bring them 
back down to the ground with enough force 
to splat any nearby enemies, like a makeshif 
mortar, Short swords can be employed up 
close to boost the combo meter, and striking 
an enemy in mid-air allows you to jump апа 
dash once again, allowing you to stay 
airborne for as long as there are healthy 
enemies up there with you. It's this latter detail 
inal presents some of the most mteresundg 
possibilities for hyper-combo crafting. 
Additions are one thing, though, but initial 
impressions aren't glowing. And that's the first 
үстү, үс! isi de seems to contain мегу little 


of the effervescent hues of the orignal and, 


My flair lady 


generally, doesn't look as distinctive. There's 
no obvious gaping gash in the gameplay as 
such, everything still works, but it just feels 
devoid of the pizzazz that made Shinobi feel 
like so much funky, whispenng death. The fate 


The cumulative ‘Tate’ system has now been 
made slightly less vague, by the use of a 
meter that surrounds your spirit bar and 
shows how much time you have to continue 
the combo before it fizzles out. The 'Tate is 
a glorious flourish that Nightshade receives 
ot Nightshade will hir 196 on those aler eves, whenever she eliminates four or more nearby 
merê the new combat elements come into enemies in quick succession. Pertorm one, 
Senous pray. We're hoping it doesn't gum and your character holds an aloof pose and 
hey mis Чы ringtone: utters a terse one-liner while the enemies 
up into the pixel-perfect demands of 
crumble and collapse all around you in 





something like Gun Vaikyne, otherwise the unison. Ninjas don't ‘do’ cool, it seems, 


female of the species may not tum out, 5 The ‘Tate’ move still works its rush of satisfying magic, making the player feel like an unstoppable because they don't have to 


to be deadlier than the male, after all. — one-man/woman army. Hopefully the later stages of the game will feel more assassin than asinine 
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Format: PS 


Kokakukidotai: Stand Aone Complex Zz 


Release: March omm Tec (UK 


Manga fetishists will be feverish already, but can SCEI's 
take on Ghost In The Shell live up to their expectations? 


amous to manga fans as the creator 
[= of ‘Ghost in the Shell’, Shirdw 

___| Masamune's work is currently in full 
revival. He'd been out of the public eye since 
the manga's superb movie adaptation 
(produced by Mamoru Oshii) in 1996, but 
‘Ghost in the Shell’ returned last year with a 
series called 'Kokakukidotai Stand Alone 
Complex’. Kokakukidotal, a composite word 
approximating to ‘а group of cyborgs’, came 
out on 14 DVDs for the first season, and the 
second season should have begun by the 
time you read this, It's SCEI which grabbed 
the licence, and it's hoped it'll do substantially 
more with it than was managed with its 1997 
PlayStation adaptation. 

Then, the game was noted for some 
decent Motion JPEG technology rather than 
the actual game. Now, the experience is 
substantially more pleasurable — giving the 
player control of two characters: a woman 
called Kusanagi Motoko and a man named 
Bateau, both part of Tokyo's special 'Ninth 
Section' police force. It's 2030, and the 
division is comprised predominantly of 
cyborgs, allowing SCEI to afford the player 
Deus Ex-style control of security systems and 
cameras. Players can switch between the twc 
characters, each of which, naturally, has their 
own strong and weak points, although we 
don't know if this goes any deeper than the 
‘slow and strong/fast and weak’ duality that 
has plagued videogaming since the eighties. 

The thirdperson adventures combat 

ШШ тты encompasses both guns and kung fu, and 

Mil MN i : Hn "€" ДАИ ИУ T TH | (ШЕ | acrobatic moves can be performed off the 
ИШ WI > u » 1 | 11 (HOE SEIT ИП scenery, a technique which we're assured will 
fi THEE | HP Pas RT MILD зац: prove good for dealing with multiple enemies. 


| | No word on bullet time yet, but it wouldn't 
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disappoint, either. Well, the videogaming 
world needs someone to write Enter ү = 
The Matrix properly, doesn't it? 





‘Ghost In The Shell’ fans will be looking forward to the 
series and the game, but the big news is Oshii's work on a 
proper sequel to the first movie. ‘Innocence’ is due out in 
March, and features most of the first film's characters 





Gun combat seems dwarfed by the majesty of 
the kung-fu moves on offer from your cyborg 
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Konami scales back its silent-horror ambitions to a single location - 
but adds in a whole lot more. Confused? That seems to be the idea... 
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Silent Hill 4 follows new character Henry 
Townshend, who finds himself trapped in his 
(apparently cursed) apartment, the only way 
out being through portals which lead into 
"disturbing alternate worlds". It's like 
‘Location, Location, Location set in hell 








| three-minute trailer at Konami's press day announced the next 
jA in the ever-grimy Silent Hill series, though many of the 
| | assembled throng will have been left scratching around for 
ways to fill their thousand-word commissions. After all, there's only so 
many different ways you can write about another adventure featuring 
misshapen fleshy lumps hauling themselves around corridors, as seen 
through Konami's patented 8mm Grain-o-matic. Regardless, we will try: 
despite the press release insisting that this takes the series in a new 
direction, you'll be unlikely to see rainbows and bunnies in Sent Hill 4. 
Aside from rainbows of dark blood and wild-eyed gut-bunnies, naturally. 
There are some departures. For the first time some of the action will 
be seen through the eyes of the main character, a perspective change 
unlikely to dissipate the gloomy tension for 
which the series is renowned. The video 
concentrated not on the gameplay — which 
we suggest will remain a mix of key/lock 
research, obscure puzzles and beating up 


— but on the visuals. Fans of Cameron Diaz 
will be pleased to note Sato-san's obsession 
with wide-mouthed blondes appears to 
continue, while those who appreciate Silent 
Hill's more repulsive aspects are unlikely 2 == 





It is the future — again. And everything's gone wrong – again. 


P 


Who do you think might be responsible for putting things right? 





The whip-like plasma weapon leads to some 
impressive visual effects as it shape shifts 
across the screen in a dazzling array of colours 

















It's possible for players to pick up downed 
machines and use them as a second form of 
attack. Combo modes, meanwhile, come in 
both ‘easy’ and ‘advanced’ flavours 


sacks of writhing flesh with upsetting regularity 


to be let down either. LL 


Format: PS2, Xbox 
Publisher: Konami 


Developer: In-house 
Origin: Japan 
Reigase: TEC 





Silent Hill wouldn't be Silent Hill without the 
use of grainy visual filters over the action and 
a palette heavy on the browns and blacks 





Format: PS2 
Publisher: Konami 
Developer: In-house 
Ongin: Japan 
Release: TBC 


t appears Кој lgarashi may have tired of gothic action- 
platforming and his extended family, the Belmonts. The 
Castlevania producer's latest work has nothing to do with the 
senes where he made his name, at least in terms of plot. 

Nanobreaker concerns a future where nanotechnology has gone 
wrong: the microscopic machines built to enrich humanity's lives have 
turned against their creators, stripping buildings of metal and people of 
blood. And blood is where the emphasis in Nanobreaker appears to йе, 
the video footage revealing a combo-oriented thirdperson action game 
drenched in so much claret the BBFC are duty-bound to blanche. 

Several similarities between Nanobreaker and Castlevania are 
present, not least the whip-like weapon used by the hero, a shape- 


shifting plasma blade which dissects and 
disassembles enemies. Fighting something as 
small as nanobots might prove difficult, so it's 
lucky that the bots have decided their best 
weapon against humanity is not to make use 
of their insidious size, but the enormous 
robots they are able to construct from 
harvested metal. Th&y also appear to have 
filed them with blood, hence the red storm — 
although we're not quite sure why, other than 
to provide the game- with a very visceral 
visual selling point. 
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The success of Sega's Initial D was scripted in manga; 
now Namco's new coin-op takes a similar road... 


he main difference between initial D and Wangan Midnight is 
in the type of racing they portray. While Initial D covers duels 
| on Japan's twisty and dangerous mountain routes (the Toge’), 

Wangan Midnight takes the action to Tokyo's highways. Wangan" refers 
to the highways that border the Tokyo Bay area — the other 
commonplace road term being 'Shutoko', meaning the highways that 
circle the centre of Tokyo. Mini Japanese lesson over, we return to the 
game. The test version, currently running in one arcade in Tokyo, had us 
racing five characters, although the final version should have more, as 
well as newer cars based on the latest Japanese GT models. 

The game runs on Namco's System 246 board, which provides 
solid enough visuals. The metallic sheen of the cars is particularly 
accentuated, with a heavy dose of polish over 
realism. The memory-card save feature is 


Ба; 


delicately lifts from its competitor - a magnetic 5 
strip card is given to the player after their first 
game which retains their name, driver level 
and “horse power’, attained Dy investing both 
time and financial resources in the machine — 
another compulsive (and potentially 
economically devastating) factor which will be 





The magnetic card system allows players to | ee CR Loc ARN aa 
keep a record of their progress in the game familiar to all those addicted to Sega's bs n. "D" 
and continue playing with the same stats take on the duelling racer genre. — [rrr mmn | 





Virtua Fighter RPG - in development for almost as long as the elusive 


Galleon, but much more secretive – finally heads towards a release... 


.. .] hen ru Suzuki announced GameCube Virtua Fighter Quest, 
| | most people presumed it would turn out to be the long- 
rumoured Virtua Fighter RPG = just as, when Suzuki-san left 
АМ2, they presumed his long-time pet project had been called to a halt. 

Then, last December, Sega organised a private presentation of titles out 
before the end of its financial year. One of those games was Virtua 
Fighter Quest, no longer a GC exclusive and sporting a new name. 

The game is still principally the same, being part RPG, part 
simplified fighting game, and aimed at young children. It takes place on 
the island of Acropolis, where the only fun is a virtual world called 
Nexus. Sel, a 14-year-old boy, Is confronted by a group of henchmen 
from a powerful industrial group called Judgement Six, and it's up to 
him — along with his friend = to defeat them. 

To fight his enemies, the hero uses two 
buttons, attack and jump, which produce 
moves based on VF's most popular attacks. 

e can also apportion special attacks to three 
other buttons, but it's fair to say this isn't the 
most sophisticated fighting system ever. 
That's kind of Segas point, because it's a 
game for kids — but it's not clear whether kids, 
who always want the biggest and the best, 
are going to buy into the idea of a ue 
dumbecd-down punch-kick experience. ` 
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When an enemy is defeated, the hero earns 
points he can turn into money. That money can 
be used to customise the character, buying new 
fighting techniques. It's a system that could 
bring some complexity to the overall package 


Format: Arcadi 

Publisher: Namen 

Developer: in- hous: 

Origin: фара 

Release: Spring (Japan), TBC (UK 
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another element that Wangan Midnight I2 UNI ERVICES A 


Like Initial D, Wangan Midnight prefers arcade- 
style driving to Gran Turismo's realistic grind, 
more fitting to its shiny, exuberant aesthetic 


Format GC, PS 
Publi: sher: Seg 
Developer: ‘In-hous: 


Origin: Чара 
Release: Summer (Japan), ТВС (UK 





IN 


Cyber Generation’s bad guys, industrialists 
Judgement Six, аге the creators of Dural - 
a throwback to earlier Virtua Fighter titles 


Prescreen 


S| 


Dead or Alive Online 


Publisher: Tecmo 
Developer. Team Ninja 





A combination of Dead or Alive and Dead or 
Alive 2 enhanced with online play via Live, all 
running on a modified DOAX engine. You'll know 
what to expect from this by now, surely... 


f. e JY و کر‎ "us my i 
Virtua Racing Flat Out 


Format: PlayStationz 
Publisher: Sega 


Developer: In-house 


"Lala В j 
Z2 Dein d 


You played it in the arcade and loved it. You 
played it on 32X and thought it wasn't bad. You 
played it on Mega Drive and... well, yes. Here's 
the coin-op on PS2 as part of the Ages range 





@ aS This month’s announcements and updates... 
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Metal Sl ug 

Format Vodafone mobile 
Publisher: SNK Playmore 
Developer In-house 











Many games оп mobiles are translations of 
arcade hits, but they're usually Pac-Man ог 
Space Invaders clones, not SNK conversions. 
Here's the company's legendary shooter 


Pacific Theatre of Operations IV 








Wall established in Japan, the PTO series 


abandons Koei's medieval timeframe for some 


straightforward Second World War strategy 
battling. Spies, trade and subs all play a part 


Format: Xbox 
Publisher: Tecmo 
Developer: Team Ninja 


From the arcade and NES to the Xbox, stylish 
ninja killing looks like being mixed with puzzles 
and platforming and the opportunity to play the 
earlier versions you discover along the way 





The first fruit of Acclaim's publishing deal with 


BattleBorne, Combat Elite is a Commandos-style 


wargame with twoplayer, same-screen co-op 
gameplay and an emphasis an authenticity 


BUDE Lorem 
shin Megami Tensei Ill noctusne 
ue 


Format: PS? 
Publisher: Atlus i 
Developer: In-house 
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The Shin Megami Tensei series is well regarded 
among Japanese otaku, and this PlayStation? 
treatmerit is picking up excellent word of mouth 
in the territory. It's stylish-looking stuff 


Hitman Contracts 


Format: PS2, Xbox, ас 2 
Publisher: Eidos interactive 
Developer. IO Interactive 





Drawing on a strong heritage, both in terms of 
proven engine-making skills and the shady past 
of Agent 47, the third installment hopes to add 
psychological depth to the gary blood slicks 
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Hyper Street Fighter || 


The Anniversary Edition 


Before we fell in love with 3D fistfights, before polygonal blows took out the 
pixel, there was Street Fighter Il, and now it's back on PlayStation2. Listen..., 


7, Ome audio cues in some 
>, videogames are unmistakable. 
س‎ Think about when Mario 
touches a power-up, when Link opens 
a chest, when Pac-Man dissolves, 
when Sonic hits a ring. Street Fighter if 
has countiess evocative, memorable, 
utterly unmistakable audio cues, from 
Capcom's signature bell to the chirp of 
another Hadoken from Ryu to the 
sound the announcer makes as he's 
counting down and you're walking 
away from the machine. 

it's because anyone who was 
interested in fighting games in the 
nineties will have played Street Fighter 
il countless times. So many times, in 
fact, that every audio bullet is 
heipiessiy committed to memory. The 
opening bars of the titie theme, a 
player being selected and the whoosh 
of the plane, a “Ti-ger upp'rc't"... 

Capcom is currently celebrating 
Stresi Fighter Is anniversary. There 
have been parties, toys, books and 
articles far longer than this one. There 
are mobile phone straps, collectible 
sets of anniversary figures, and even a 
tribute album. The focus of the 


game's previous releases and 
characters into one mighty PS2 
compendium of street fighting 
Conforming to the series" 
stereotype of having over-complex 
names (a long-standing joke which 
Funarnizu-san, the architect of the 
original, is more than aware of, see 
The Making of SAH in E108), the game 
is called Hyper Street Fighter Il: The 
Anniversary Edition. And it gathers 


bits and pieces from the following... 


Format: PlayStationz 


Publisher: Capcom 


Developer; In-house 








Street Fighter Il: 
The World Warriors (1991) 


in whech the player has to choose 


between the onginal eight protagonists 
for the first time, picks their favourite 
and leams to fight to their strengths. 
Default fighters Ryu and Ken are 
identical martial artists here, ensuring 
evenly matched twoplayer fights for 
those who wish for thern. Sonic 
boom-finging Guile is the third most- 
popular character, while Chun Li's 
speed and wall jump make up for her 
lack of range attacks. While Dhalsim's 
ong reach is initially appealing, his 
slow speed is a weakness. Zangief is 
a little more than a joke to street 
fighting primitives, but mid-skil players 
obsess over his spinning pile-driver, 


the most powerful move in the game. 





Vega (or M Bison, as he may be renamed in 
the western release) versus DeeJay and Bison 
(again: possibly Balrog) versus Dhalsim. We 
know who our money's on in each contest 





in responsa to a variety of illegitimate 
hacks, Capcom added code to let 
players fight as the bosses: M Bison, 
Balrog, Sagat and Vega. It's also the 
first model of the game to allow the 
same fighters to fight each other, two 
different costumes for each character 
beginning Street Fighters clone wars. 
This allows Capcom to 
differentiate Ryu and Ken, adding 
superficially small (out ultimately 
fundamental) touches to their special 
moves which make default fighters 
proclaim their loyalty to one or the 
other. Other fighters gain extra moves, 
backgrounds are retouched, and a 
new title sequence is introduced, but 
the most major change is in the 
damage relating to some attacks. 
Dash, to give it its colloquial name 
Icons in the corners of the screen reveal which version of which character is being used. amongst the hardcore fighters, 
Irrespective of the fighting action, the backgrounds retain the classic Capcom layouts weights combos over special moves. 





Judicious use of E Honda's Hundred- Street Fighter Il Turbo: 

Hand Slap annihilates enemies up Hyper Fighting 

close. Blanka’s electric attack is the Also known as Street Fighter Il: Hyper 

most spectacular special move, Fighting (1992), in which Capcom 

coursing voltage illumating each gives its popular franchise one final 

character's custom-drawn skeleton. outina on the aging CPS1 board in an 
attempt to counter the ever-increasing 

Street Fighter Il: number of pirate copies. 

Champion Edition The biggest change in Hyper 

Also known as Street Fighter Il’ (1991), Fighting is the speed, which now runs 

in which, due to popular demand and at what seems like a thousand light 





: 

| Art of boxing 
As one of the longest- 

| running games series of 

| all time, Street Fighter N 
has been converted to 
countless formats in 

| countless guises. Do any 

of these boxes ring bells? 
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punches a second. Some of the 
fighters are blessed with more moves, 
the most notable being the 
introduction of Chun Li's fireball and 
Dhalsim’s Yoga Teleport. Mid-air 
specials also make their first (legal) 
appearance, along with still more 
colour schemes and another new 

title sequence. 


Super Street Fighter Il: 

The New Challengers (1993) 

In which Capcom transfers the senes 
to CPS2 and celebrates with the 
introduction of super special moves 
and four new fighters. Cammy is 
Guile’s British daughter and trades 
weak, spindly attacks for extra speed. 
T Hawk is a big, slow American 
Indian, and might prove to be the least 
successful character in the series if it 
weren't for the charmless DeeJay, a 
Jamaican kickboxer designed by staff 
at Capcom's US studio. Fei-Long is 
the final addition, a tribute to Bruce 
Lee, and the game is rushed out — 
with a few changes to portraits, 
backgrounds, and that ever-morphing 
litle sequence = to meet the challenge 
of Midway's Mortal Kombat 2. 


Super Street Fighter Il Turbo 
Also known as Super Street Fighter ЇЇ 
X (1994), in which Capcom finishes 
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the Street Fighter il series by adding all 
Ihe things they intended to add to The 
New Challengers in the first place, 
before the rush to counter Kombat 
forced them to finish early. Mostly this 
means the addition of Gouki (Akuma 
in the west), a new boss character 
who fights in the style of Ken and Ryu, 
and who is only playable with a cheat 
code. Alonaside his introduction 
there's some new art, of course, 
another new title sequence, and the 
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Dragon Punch versus Hundred Hand Slap – а 
formidable test of skills between two legends 


inexplicable absence of the inter-round 


bonus games that have been with the 
senes since the Start. 


Which brings us up to date 

Hyper Street Fighter il: The 
Anniversary Edition is not simply а 
collection of ports, not a rehash ôf the 
Street Fighter Collections that wére 
released for PlayStation in 1997 ànd 
1998. It takes all the characters from 
all five of the versions, and combines 


“Fighting fans who've evolved with Soul Calibur and Virtua 
Fighter can slip back in time, and see a squarely matched 
Ryu and Ken square off for the first time since '91" 


them in a single, fast, flawless enaine. 
In singleplayer, the player selects their 
character first, thén their preference 
for era, be it the Gnainal, Dash, Turbo, 
Super or X. Street Fighter il, however, 
isn't a singleplay&r game, and it's ій 
multiplayer that previously unargUable 
Scores are settied. Pairs of fighting 
fans who've evolved into this 
millennium with Sou! Calibur and 
Virtua Fighter can slip back in time, 
and see a squarely matched Ryu and 
Ken square off for the first time sinice 
‘91, Then they 96 trans-temporal: а 
Bianka from "94, Supercharged with а 
Super special move of electric fury, 
goes up against his original green 


incamation. Соцкі takes on old-Sóhool 





T Hawk's dive was perhaps his most effective move – although that's picking from ап 
unimpressive repertoire. As you'd expect, various character colours can be chosen 
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Capcom's interpretation of the Northern 
Lights in Super was infamous for üse of 
what might be termed artistic licence 


Bison, Cammy hits It off with Veda, 
stil swan-diving from his Spanish 
background. Chun-Li with fireballs 
fights Chun-Li without. Ghan-L wins. 
I you can't Sés why апу of this is à 
bid deal, you маг probably печга 
Streat Fighter Il fan in the first place: сї 
at least not the Sört of fan who 
instinctively twitches a quarter rotation 
of punch as S06A 85 you touch 8 


joystick. Beyond that, though, ўй 


might not be able {5 s&e why its А bla 
deal simply because it's actually, really, 
not. The possibilities on offer here are 
minor thrils, and the gimmick kick is in 
seeing а simple, fostalgic ‘What if...’ 
eloquently answéred. The dynamic 
behind the inter-gàme play, though, is 
much more than 4 Gimmick, 

Hyper Street Fighter II is thé 
celebration of an anniversary of the 
most crucial era Ih videogame fighting 
there's &ver been, а time in which 
Capcom refined the street fighting 
ideal and created а Single line of 
evolution for the beat ‘ет up. The 
Graphics агё pale, AGW, and the Sound 
iconic but one-dimensional. Doesn't 
matter. The movement, reaction апа 
interaction of the Characters is 
everything, and that's still as sharp as 
ever. It's not а game So much as à 
document, and it Covers Street Fighter 
il, nothing more. All it takes to remind 
you just how important that is? — / ve 

Just listen, |2 











Linkography: 
Нр: WAM. Мом. COITV 
http//www.arcade-history.com/ 
http AWWA. gametags com 
Пир: Dlay-asia com 








ы? 





Ж 
{ 


fiij I 
i Л! I \ 
wv (ҮҮ! 








Ё [ І I 
It's a games console, see, not a Trojan horse that brings a 
digital hub into your living room. That's what Microsoft said... 
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hey were suspicious, of course. They always are when it 
T comes to Microsoft. The company incurs suspicion every 
time it so much as breathes out a press release, let alone 
makes a major business decision to move into a new 
economic sector. 

The Xbox, they said, had nothing to do with videogaming. 
It was a move towards an entertainment hub, which was а 
move towards Microsoft controlling your living room, which 
was а move towards Microsoft controlling the word, the 
oceans and God Himself. All Microsoft could do was repeat 
its mantra: "It's all about the games. It's all about the games. 
It's all about the games. It's all about..." 

The karaoke. This Christmas, Microsoft released Xbox 
Music Mixer, billed as: "The ultimate in digital entertainment 
for the twenty-first century." Notably, there's no reference to 
gaming in that sentence, but fear not, because there is in 
this, also lifted from the official websites blurb: "Take Aboxs 
already awesome gaming" = there we go – “and DVD 
capabilities, and add in Xbox Music Mixer to unleash an 
entirely new category of digital entertainment." You can 
look at pictures, show movies and sing karaoke. 

In other words, it's exactly the digital hub they feared. 
ironic, considering many of ther worked on Xbox Media 
Player, a program for chipped Xboxes which, over a year 
ago, was doing most of what Xbox Music Mixer does. Maybe 
the hackers' work encouraged Microsoft to move in this 
direction. Maybe Sony's PSX - an explicit attempt at bringing 
the PS2 into the living rooms of people who don't play games 
— made the move more urgent. Maybe more likely, particularly 
if you ask tham, they've been planning it all along. 

Or is it all just over-reaction, steeped in anti-Bill 
propaganda and reactionary screaming from luddrtes? 
Console karaoke add-ons are old news, around since 
Karaoke Studio on the NES and maybe before. Sega 
released a karaoke add-on for the Dreamcast not that long 
aco, there've been DVD-based plugins more recently for the 
PS2, and this year Sony's official singing game Singstar will 
go up against Konami's Karaoke Stage and Jaleco's long- 
standing Dream Audition. 

Will the movement's westernisation turn consoles 
into something more than just games machines? And if 
it does, how will it affect gaming? Weığwalt your 
correspondence. And fheirs too, obviously. 
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Confounding Factor's Galleon will be released by SCi in My 


I! 


ifficult second album syndrome is 

| a phenomenon defined by The 
Stone Roses. Appearing almost 
out of nowhere to release their incredible 
debut, they were instantly acclaimed as the 
best British band since the Beatles. Which 
is where it all started to go wrong. First 
there were the record company wranglings. 
Then came drugs, disillusionment and 
writer's block. As the years passed, 
expectation snowballed to the point where, 
whatever the band actually released, tt 
would be impossible to live up to the 
increasingly mythical status assumed by 





their debut. Finally, key members quit and. 
submerged бу misplaced hype, “The 
Second Coming was eventually released 
and made to seem relevant by the 
emergence of Oasis. 

Toby Gard has difficult second album 
syndrome, and it's not labouring a point to 
compare his story with that of Manchester's 
finest. No one had heard of him prior to the 
overwhelming success of Tomb Raider (on 
which Gard was lead designer, and is 
widely credited with siring one Lara Croft). 
Creative differences with Core ensued, so 
Gard struck out on his own to form 
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But can it conquer seven years’ worth of expectation? 


Confounding Factor. After Tomb Raider, 
greatness was expected, and the weight of 
expectation transferred to Gard's new 
project, Galleon. In the atmosphere of 
optimism that accompanied the videogame 
industry in the boom years. of the late 
1990s, everything seemed possible. 

Then Galleon ran aground. Years 
passed. We saw tantalising glimpses of a 
game that never appeared close to 
completion. There may have been no drug 
hell revelations, but disillusionment and the 
game development equivalent of writer's 
block (a malfunctioning game engine) were 
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Boss encounters put Galleon's experimental 
camera and movement system to the sword. 
The game emerges unscathed and triumphant 
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in production longer even than "The Second 
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For Oasis, read Prince OF Parsia: The Sands 
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ime. What fate Galeon and Gard now 
Just walking into Confounding Factors 
Bristol offices is dicheertening There 
workstations tor more than 20 people here, 
yet the Studio's staff has been reduced to a 
skeleton of six. To Gard's absolute credit, 
though, he remains proud of his company. 
Не is frank about his difficult experiences 
over the last seven years and retains a sense 
of humour about the situation, even If it 
sometimes borders on the fatalistic 

His comments back in 1998 about 
wanting а “Ferran Fr every tor nave been 


taken out of context since, but were 
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apout their wealth in Loaded iust Detore 
they were dumped by Eidos. 

OR 8 WTO 19 turn with tecnnok Оду. 
shrugs Gard with a smile, aware of his 
understatement, Galleon's entire script was 
written before development began, and 


because the script cleverly refers to aspects 
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But when it came to the most important 
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aspect of the game — character movement - 


е didn't really get that quite right first time 


агии ana ned 10 restart, expxains Gard 
Personally | feel that it's crucial in an 


adventure game to De ane to move around 
and explore the environment without feeling 
limited in what | can see and do. So two 
years into the development of the game we 
nad to tear up the control and movement 
system and start again. That took another 
year. And by that time people were saying 
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that the game looked out of date, so we had 


to redo the araphics. Then, when we had it 
ooking all plush and nice, the game was 
inning too slowly" Gard cracks himsel up 
at this point, in acknowledgement of the total 
ucdicrousness or The situation he found 


umselt in. "Tha тате rate was 100 Siow, 50 
we had to rewrite the engine. And that brings 


you pretty mucn up то Gate. 

So the reality is actually fairy mundane. 
Most games suffer setbacks like this during 
their development, but Confounding Factors 
team was just too small to cope. “To be 
honest, | got it completely wrong from the 


Start aboul the way things needed to be 
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done. | wanted a small team to keep it pure 
and simple, but it soon became clear we 
needed more staff and а proper 
management structure." 

With Gard working as lead designer 
and managing director, his time was 
compromised, Having received his funding 
based on the original small team size 

proposal, there was no further investment to 
expand. "If you get your business plan wrong 
you're screwed, basically. All we could do 
was sit there and work as hard as we could. 
Which took years.” 

Only the belief that they were making a 
good, different and important game kept 
Gard and the five remaining Confounding 
Factor staff going through the last few difficult 
years. And it's true — Galleon does boast 
many impressive features, tha best of which 
is the character movement and control. The 
acknowledaement that clumsy character and 
camera control systems provide a barner to 
player enjoyment in many thirdperson action 
games was Сага initial impetus when 
creating Galleon. 

The result is a mechanic that is hard to 
explain at first, but which rapidly becomes 
second nature to play after expenencing the 
game's thorough training missions. For the 
most part you are not moving your 
Captain Rhama, himself but the camera 


character, 


around him, pointing it at the desired 
destination on the landscape and then 
pushing Rhama towards it. The fiuidity of 
character movement using this system is 


gionaus, and there's no chance of becoming 


ШҮҮ 
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Luckily for a ship's captain, Rhama can swim. Some levels require underwater exploration or a race 
ta dry land after a shipwreck, requiring you to navigate currents with an eye on the oxygen gauge 
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Тһе game engine cut-scenes may not be visually stunning but they are impressively animated and 
voice-acted, lending the game a distinctive comic fantasy feel influenced by the Sinbad movies 


stuck on scenery or not being able to turn 
quickly enough in combat. This fluidity is 
aided by analogue control over Rhama's 
speed of movement, from creeping to 
Spnnting and anywhere in between, At a 
cautious pace Hhama cannot fall off narrow 
planks, and if he jumps he lands gracefully so 
ong as you time the action correctly. Gard 
«een to eradicate all of the typical 


patom game frustrations without simplifying 


б 


the challenge. To demonstrate this thinking, 


movement. In terms of satisfying thirdperson 
character movement, Galleon is everything 
that Tomb Raider: The Angel Of Darkness 
should have been, 

However, you can't help feeling that 
Confounding Factor's dedication to this 
aspect of the game has been at the expense 
of innovation in other areas, such as the 
texturing of environments or imaginative 
level design. Things have moved on since 
Galleon was first conceived — the game's 


"You are not moving your character himself but the camera 
around him, pointing it at the desired destination on the 
landscape and then pushing Rhama towards it" 


he shows us a level set inside an enormous 
cavem, with a vertiginous pathway of planks, 
ladders, platforms and pulleys leading to the 
. We proceed cautiously, inching along 
narrow ledges and lining up jumps precisely. 
When Gard takes the controls, he attacks the 
same route at three times the speed, leaping 
across chasms with abandon, sprinting and 
jumping instead of creeping and climbing. 
The idea is that once you have mastered 
Hhama's controls, you can almost fly through 
certain sections with nonchalant assurance. 
Hhama can grip certain types of rocks, 
climbing like Spider-Man or even performing 
his own interpretation of the ‘Matrix’ wall-nun 
f movina fast enough. He can also swim, 
with strokes as fluid as his land-based 


entire level scripting was completed within 
the first few months of development, 
remernber — and some of Galleon's set-piece 
ideas have since become clichés. A boss 
level where Rhama is required to defeat a 
giant, lumbering beast by leaping onto his 
Баск and attacking its weak spot comes 
across as a weak facsimile of similar 
scenarios from Dew! May Cry. A clever 
puzzle involving levers, pulleys and a 
windmill may seem passe for [oo lovers. 

And isa game about pirates, however 

good the script and the character acting, 
going to excite an audience seemingly fixated 
on war and crime-based titles? Maybe if 
Galleon had docked somewhere betwee 
Johnny Depp's ‘Pirates Of The EC 
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Atter rejecting Cambridge, Oxford 
and Exeter, Gard and Douglas 
establish Confounding Factor in imminent. "Things just n бепе HU Res UL. but game engine. 
Bristol, taking a couple of other ex- тоте complicated," в all Gard cut-scenes ensure the flow isn't disrupted = "ТТТ | ШИШ ҮШ 
Core employees with them. Galleon is reveals about the delays at this point. MI ү nin | ү TN " | [| I 
officially revealed by Edge in August Titus completes its takeover of И (ҮҮ Шү ii 
(E61), when Gard claims (with Interplay but fails to arrest the | | 
sarcasm, it should be noted) that his — publisher's decline. 
personal ambition is to have a "a 
Ferrari for every toe.” 2002 
1999 away on Interplay's stand and is still 
Galleon - a PC-only game at this evidently unfinished. Time passes. 
point = is signed by Interplay, but the lee agas come and go. 
first slated release date comes and 
goes with barely à whisper. 2003 
Galleon's Captain Rhama graces the 
cover of XGamer in January, 
suggesting that a final platform 
decision has been made, An autumn 
release date 15 quoted but, 
unsurprisingly, it proves to be 
ambitious once again. The troubled 
Interplay is forced to abandon all 
support for the project, but SCI 
sends out the lifeguards, picking up 
worldwide rights to omer аги 
installing a final, peal 
t- j ir-definite-this-t 3 
+ 2004 for what is now an 
bo -oniy цате. 
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These screenshots all depict scenes from early 
levels of the game, although the Confounding 
Factor team promises 30 hours of gameplay 
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ппа anarysrs there's a danger that tastes wil 
have Moved on. “Sure, contemporary, crime- 
based games are popular right now,” says 
Gard. "It's not really any different to movies, 
where the majority are realistic and 
contemporary but you do get fantasy 
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all | can ask for after all trus time." No major 
regrets about forging that independent path? 
"Hmmm. No, no І don't think so. It's been 
hard for everyone here, it's been a learning 
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atmosphere and storyline. Edge also hopes 
it proves popular, for Conío unding Factors 
Sake and ай small aevetopment studios of 
Kind x LIETIENWTIOIOC in Galleon's troubled 


ial. i 


genesis lies a cautionary tale about the 





dangers of detaching the creative proc 
from the harsh economic realities of 


game development, 








Different 
strokes 


It's a well-worn stereotype that 

_ Japanese consumers find western 
games rough, characterless and 
unfriendly. So what can publishers 
do to break the east? Edge 
travelled to Dundee їо find out... 


| ere's a stark statistic for you: in 2001, only three 
non-Japanese games made it on to Japan's 51 of 

| 50 top-selling titles, two of them British and one 
Canadian. And at the time of writing things have not 
improved. Of the top 100 Selling games in Japan in the 
first half of 2003, only five were developed in the west: 
Ratchet & Clank (22), James Bond 007: NightFire (57), 
The Lord of the Rings: The Two Towers (71), Metroid 
Prime (72) and Enter the Matrix (99). 

Japan, on the other hand, did a much better job of 
selling its games to the west. According to the latest figures, 
more than 30 per cent of the games sold in the UK originate 
in Japan. In Europe as a whole the figure is closer to 22 per 
cent, with 33 per cent in the US. 

The UK export figures are so disappointing that last 
year's Department of Trade and Industry study into the 
competitiveness of the UK games industry, 'From Exuberant 
Youth to Sustainable Maturity,’ сате to some gloomy 
conclusions: “Clearly, the Japanese market is largely closed 
to foreign games," the study stated. “There is little that the 
UK developers can do to change this. Opening it up is a job 
for publishers, but UK publishers lack scale so are unlikely 
to be able to do this." 

It's now more important than ever for publishers to make 
their games appeal to players in all the key territories. 
However, there's much more to videogame cultural 
acceptance than dubbing in the appropriate language. It's 
one of the main reasons why the International Centre for 
Computer Games and Virtual Entertainment (IC CAVE) was 
established at the University of Abertay, Dundee. 

Part-funded by Scottish Enterprise and the DTI, the 
facility is a research and development centre. Its primary 
focus is on the videogames and digital entertainment 
industry, with a secondary focus on the application of 
games technology in other areas like healthcare, life 
science, engineering and learning. 
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Lucy Joyner, a researcher at IC CAVE, nas been looking а! 
the ways players trom different continents approach, play and 
consume their games. For too long, cultural stereotypes have 
been encouraging developers to adapt their games (ог overseas 
markets in specific ways. Joyner and her colleagues wanted to 
see if there was any evidence to support such strongly held 
beliefs. "With less free time, we found that [Japanese] teenagers 
choose not to play games that put them under more pressura to 
compete," says Joyner. An interesting adjunct to this is that 
levels of competitiveness seemed to be different from one side of 
the globe to the other. 

Joyner wanted to test her theory. In one of the most 
dramatic experiments to date, IC CAVE researchers put test 


side of the track leaving them to tnumphantly sweep across the 
finishing line to ultimate victory. 

This was just one of the experiments IC CAVE has 
conducted. One of its main aims was to answer one of the key 
questions facing western developers and publishers: what 
makes Japanese gamers tick? After thousands of hours of 
research, the people at IC CAVE are less pessimistic than the 
DTI. They are now partway through building up a detailed profile 
of Japanese gameplaying that could help give westem 
developers and publishers the edge they need їс cross cultures 
and break into the lucrative Japanese market. 

The key question is why gamers in Japan and the west play 
videogames in tha first place. Joyner and her colleagues 


"Whenever one managed a particularly skilful manoeuvre and 
slipped into the lead, he would slow down again. More often 
than not, both players crossed the finishing line together" 


groups of Japanese teenagers in front of Не Racer V. What 
they discovered was startling: whenever one managed a 
particularty skilful manoeuvre and sipped into the lead, he 
would slow down agam to iet his opponent catch up alongside. 
More often than not, both players crossed the fishing line 
together, a close-knit team. 
"They shared, they empathisad, they whooped for each 
other. It was nice," says Joyner. ‘Niceness was the last thing she 
| had expected, but it led to further revelations. The same test 
was then carried out with groups of Scottish teenagers, and 
normal service was resumed. They raced each other into the 
around, whooping опу when ther opponents crashed into the 


Im. 


watched as Japanese teenagers were wired up to heart 
monitors to find out which games really set their pulses racing. 
= the need to belong — and competition = the need to win. In 
One of the first things they noticed after stepping off the 
plane in Japan was the amount of gaming action still taking 
piace in arcades: “We saw large groups of teenagers socialising 
with each other. Parents with small children were interacting with 
other parents and their small children. Time in arcades appeared 
to be spent meeting, socialing and sharing gaming rather than 
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Researcher Lucy Joyner from IC CAVE (HQ, left) is challenging cultural stereotypes with her work on the way games are played. The study has 
shown how players' levels of competitiveness differ across the world. It's compelling stuff for developers attempting to help their games travel 











Research involving Ridge Racer V trials showed 
striking differences between Japanese and 
Scottish teen players in terms of approach 
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Final Fantasy Crystal Chronicles is a game that 
encourages teamwork through the cunning device 
of making one member carry the crystal around 
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The main monitoring console at ІС CAVE allows the postures, hand movements and interactions of players to be recorded. 
The controller can zoom in on individual players and split the screen to watch them alongside the game. Right: Kimi Hoshino 


playing alone or competing against one other person." 


Not the most unexpected discovery, but by the end of its 
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research. the IC CAVE team had found that Japanese 14- to 15- 
M Lais = f $ тъш "мр" T UIS 14 
year-olds were four times more likely to crowd into arcades for 


mMer гедшаг game пх Than their British counterparts. No 
surprisingly, the arcade owners went out of their way to cater for 
their clientele. There were mini-arcade machines, low enough for 
a ten-year-old to reach the controls. Other games included 
multiplayer opportunities for adults and children — with the parent 
sitting at the front of a canoe-shaped machine with his kids 
‘paddling away’ close behind 


Care for the community 

Japanese developers had plenty of other communia 
techniques beyond simple arcade design. Pokémon famously 
LOOK Ine world Dy stom by dominat ung every comrnuncations 
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collecting cards after the establishment of the videogame. 

in the west, community and cooperation were way down the 
list of gameplayers’ priorities. IC CAVE found that, when it came 
to UK players, it was competition and not community that ruled, 
The typical scenario was the lone gamer in his bedroom rather 
than the family outing to the arcade. British gamers did invite 
their friends round, but only after they'd practiced the game so 
much they knew they'd win. Many of the 14- to 15-year-olds 
interviewed admitted to spending hours alone at their consoles 
honing skills and perfecting the moves that they would later use 
to humiliate their schoolmates. 

According to the IC CAVE шоу “Games help [UK] children 
recognise ther skills, abilities and the enjoyment of being good at 
something. Being good at a game can provide players with an 
almost cult status amongst peers as they demonstrate their skilis 
to their friends and are revered for them." In other words, canoe- 
shaped arcade cabinets and collecting cards are fair enough, 





Dut what that the average 
is a game they can win. E where does all this leave the game 


estern gamer wants above ай else 


developers who have conquered the west but now want to be 
Dig in Japan? 

Japanese games have always appealed to the tastes of 
western gamers, parily because of their high technical 
excellence, but mainly due to their exotic flavour. Strangely, the 
love affair has generally been one way. Perhaps unfairty, the 
perception of western-developed games among Japanese 
players is that they lack polish and character. While we find ‘all х 
your bases are belong to us'-style Japlish mistakes in eastern- 
translated games charming, the Japanese are lass forgiving 
when Enter the Matrix hits Tokyo stores with а set of poorly 
thought-out subtitles. 

Of coursa, there's a harsh irony to the research conducted 
on behalf of the ОТ: while western publishers are desperate 
Dreak the Japanese market to maximise sales, that very same 
Japanese market is currently in a slump. Nevertheless, the 
research conducted by IC CAVE and put into everyday practice 
by localisation companies like Babel Media is an important 
stepping stone towards global understanding of the videogame 
market, No one has all the answers yet, but It's clear that 
comprehending a few underlying cultural differences can give 
companies the edge in an increasingly competilive arena. 


Life and SOUL 


Joyner and the IC CAVE researchers are still working out the ful 
implications of their research. Earlier this year they opened the 
Scottish Isability Lab (SOUL), the UK's first garnes "usabuty 
centre in Dundee, to test games'Bgainst a wide range of culture 
and design-led factors. It has aiso agreed to share a few 
pointers that any ambitious western game developer and 
publisher should keep in mind if they want to cross that cultural 
divide (go to www.iccave.comry webv/site/services/soul.asp for 


urther reading on IC CAVEs research). Edge also asked Kimi 
Hoshino o! Tokyo-based games consultancy Media Create 
AMWWwW.m-create.com) to contribute. These are some 


Local issues 


Localise every aspect of the game vou can ~ the language, the 
Localise every aspect of the game you can = the language, the game character who has made it big 


street names and the Dackground scenery, "If you wan t your in Japan is Vivendi Universal's Crash Band 


customers to enjoy your game Кык have to make sure that the The С ranchise has so far sold more than 
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Gamers interviewed in her study had a horrible time playing 
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Vivendi Universal Games senior brand manager for 


Hoshino-san, on the other hand, was less reticent about naming 
and shaming the recent Japanese edition of Enter the Matrix 


*The Japanese subtitles were not matched to the actual 


Asia Pacific. who was involved in the localisation of 


gameplay ~ sorme lagged far behind," he explains. In fact, the the title in Japan 


subtitles blacked out the bottom of the screen, blocking players neant Crash's shaggy eyebrows, green 


news ol (farti and graphics. Not a brilliant way to make your insightly hairy ears ай had to go. “He 
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"Western mode games sat thi 


difficulty leval much higher than Japanese games 


| from the first stage. If the level is too dificul from 
Community service в "m | , the beginning, Japanese gamers tend to get tired 
Adding comrmunity-bulldinc g features is important if үте going Crash Bandicoot had to be altered considerably for the Japanese Most co e game players in Japan are the light 

p ; market — but the cosmetic work and gameplay changes paid off 





to tap into the Japanese psyche. KZ CAVE researchers observed ntial to start from an easy level 
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competition-fuelled shouting match in the west turned into = Joyner, could also learn a lot from the merchandising muscle of 
, E difficult 
heart-warming community event in Japan Games like Pokémon or the Monster Rancher senes. “We need 
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Shared in the expenence Dy vocalsing support and empatrny for Sing small UK developers to compete head on with Nintendo's 


the player," says Joyner. “Playing this way, each player received mar«ehtng department might seem a little... well, optimistic, But 


statistics about their game performance and these statistics IC CAVE believes that there is no reason why western 
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were discussed and ranked. Thus there was competition, апа jevesopers cant pick up a few tricks, 


m the end ital раю of, Gii FEL without ө of 


n developers and publishers will 


“Each player received statistics about their game performance an : у нне dn 


1 Japan. reckons Ansell: “More 


and these statistics were discussed and ranked. Thus there was eer a nt 
competition, and an overall winner, but it was indirect competition” 





an overall winner, but it was indirect competition between the Focus not freedom 
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The importance of a strong oneplayer mode was reinforced unprecedented massmarket appeal in the west, this is sti 
when the undergraduates were wired up to a heart monitor ~ disappointing. According to Hoshino-san, this could be because 
iney proved to be much more excited paying against the Al thar it thes to do too much, The freedom of movement in the city, the 
а flesh-and-blood opponent. In the multiplayer game they smashing up of cars, the beating up of pedestnans — all the stuff 


tended to hold back to avoid beating or humilat ng a fiend that won it so many friends in London — apparently left many 
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i5 central to the gameplay, as one of the players has tc Japanese players often find sprawling worlds that offer almos 
spend most of the time carrying a crystal, leaving him dependent unlimited freedom offputting 
on the others for attack and defence. Other notable examples During IC CAVEs research, the Mario games and the RPG 


include Namco's Pac-Man Vs [see page 103) and Nintendo's Dragon Warmer both scored highly with Japanese gamers 














To ülustrate how resistant 


каги ый Ci 


tinto the ж SU sellers trom tha first ne 
That game was Наси? & Саг 

It's perhaps no surprise that Crash Bancdicoot 
and Ваїсһеї & Clank (irom closaly associated 
developers Naughty Dog and Insomniac) have 
been the games to most successfully penetrate 
Japan, given thal their cartoon stylings and 
dedication to playability were highly influenced by 
the Nintendo approach 

But that бейе the additional ettorts from tha 
Californian developers to consider the demands of 
а Japanese audience without compromising their 
appeal 10 western players 

Even though game sales have been dropping 


In Japan over the last Coupe of years, It's Still a 


huge market,” explains Insomniac president Ted 


Price " This means we do our best to ensure that 
a Er p I ы ams S lo buin Jananese and 
nsSuMers equally” So whati 


4 


producers, Fiyoic 
had somi 
tweak Haichetl = look lor he Japanse audentce 
they were the ones who suggested stripes. As tar 
a3 [he game design went we dint change 
anything for Japan. Although we did add а “slow 
camera option tor all territories and this was a 
to what we had learned about Japan from 
in that fast-turninq cameras are a no-no 
It Seems that investment in character design 
over gameplay is the crucial factor that can sway а 
Japanese audience, and seemingly negligible 
hweaks in this department can be very significant 
‘The characters on the posters and in the TV 
and magazine ads are drawn in a much mora 
anime style compared то hose in tha game 
explains Price. "As you'd expect, the head-to 
body ratio is increased. It seans that for 
platformers, the Japanese audience appreciates 


a younger, softer look.’ 
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Ratchet & Clank's developers listened to Japanese advice and made certain their game would appeal to both a Japanese and western 
audience, both in terms of looks and gameplay as well as the way the game was promoted. Additional effort hare results in more sales 


because of their clear and simple explanations of the game 
missions and objectives. "If you play any of the Мало games, 
you will understand missions and objectives just by looking at 
the screen. You can just pick up and play without reading 
manuals," agrees Hoshino-san. "In Dragon Warrior, players 
need to first speak to the kina to hear the objectives and 
missions of the games; they are also forced to use all the 
commands available in the game In tha first room and they 
cannot go out from the first room unless they go through ай 
these procedures, which will allow the players to learn all the 
necessary parts — missions, objectives, things that are available 
for the players, etc — instantly,” 


bafflied. And westem developers would have to bury themselve: 
in Japanese culture for years to copy some popular games 
types. The full historical and mythological subtieties of games lik 
Koei's Dynasty Warrior series are beyond the understanding of 
most western players. Games based on obscure manga tities 
and styles are equally difficult to emulate. Some cultural bridges 
are just too tough to cross. 


Difficult age 

Getting the age-range right is also very important in the 
Japanese market. Gameplaying in Japan tends to drop off 
dramatically atter leaving school. "Data from Japanese 


“The full historical and mythological subtleties of games like Коегѕ 
Dynasty Warrior series are beyond the understanding of most 
western players. Some cultural bridges are just too tough to cross" 


Focus test 
To crack Japan, you must first focus on the genres thal work in 


г Fg 


Japan. According to the IC CAVE report, "It can be argued that 


AX 
Mf Е 

bum qug an wee - - P Г ыш". gy To Pan tae eae = Er 4 т 

ine soda aspects Of damning were so important то Japanese 


players that it constrained genre preferences and game 

"In the UK, gamers take on everything from firstperson 
racing. roleplaying and fighting games were played by at least 20 
per cent of all participants. 

Everything has its limits, however. Western developers can 
only go so far in trying to cater for Japanese tastes and genres. 
The cloying love-sim antics of Tokimeki Memorial and Princess 
Maker were huge hits in Japan, but left UK gamers allanated and 


undergraduates indicated that gaming is not a major activity in 
their Ife,” says IC GAVE' report, “with 80 per cent of students 
playing computer games once a month, or less." 

IC CAVE's research suagests that many western- 
developed games are just too difficult for Japan, and the titles 
that have seen successful cross-cultural sales are the ones thal 
have been made easier, especially tor a younger audience. 
According to Hoshino-san, “Japanese gameplayers prefer to 
play the game without getting stuck halfway through. The level 
of difficulty needs to be adjusted accordingly." Joyner agrees, 
echoing other findings: "With little free time... it is arguabie that 
[Japanese] teenagers choose not to play games that put 
them under more pressure to compete." 


zn "дт! CECE LE i | I |111 
im ТИИТ н | IM |||! T ТЇП і il! | T iin 
Hill iii | | | T LP | NI i Hit і TIPP EA ll AA TT {j In iti FEE 
| т 1 | | Fi 1 1 ПТА! 
HM Hl | | MIHI (| WI hl | 
n WI |!!! ТЕН ЫЫ 
eerie Ен ТЫ ЕЕ TNTE TLT M 


та 
il {| (ПИ Man НН! 
"ИТИ et 


^ |!!! (ЇЇ НП ea || | | | , à we |! ار ف‎ SC =. 
vid t MEME ЇЇ! hir ap HH uM iW Iii 
jl РНЕ М AU Mn II I Н 1 pi n F | | | $ Pi 


| | " mm n 
i Е bee HT e P тт al tr i m wear 
il HM IL HI [| | | n z Í |" | 
ПП In ШЇ | 11 м | 
ИННИИ Е | | Hida ALIN Nl 
Г. |J pet К $ | | | I 
LII A1! | Иен! 4 TIE Wi | 
| ТТТ BELLE i. 1 ! di Ыт. | 
111 | : " i t 
$ i bid d 
EI 1 | 
| 


n 


} 


|| $ 1 = 
In INS 


HL 
" Alm 


HH 
Hl 


JU ШИШ |, ЁЁ 
Perea | | TIE | 


Е; — | ти “ч. ШТ 
иы i йы». 
|| TM | ПГ " 


Hia, mln "s 2 
Hd i Ji | 
|! 





i 
ij j TIT | 
"|| Ly ig 








"Т 
TI К, ШШ 


Í h 
"IP mum 
J i 


| | | m. i | Fr ns ery e Sen Lupine mi ^ 
FETTE "HESS ҮРҮҮ tn i i d 4i | 
һы) | 


А د + ي‎ 
i 
А 
' 
E bah be. 7 hhi 
4 | LI 4 


hene os it ‘eh 
| Бе 79 M br 
LIL MTT "1 

кы 


t MA 


LP 
" ' Л T 
LATE EEN 


4 Là ok M 


AUTE: 
til i" 
ИГ 


ИҢҮ 


ИЙ ШҮН tl i 
x | fit i та 
| it Min | di į | 
| ИТТЕ 
I M ч E 


Wu 1 
hdi å Hfi 


Т 4 
Hr "rs 





< 070 > 





EDGE !.* 


gONY 





| ets talk 
about PSX 


Sony's PSX enables you to watch DVDs, record TV, 
PS2 games online. Edge takes a closer look at the 





t's easy to be glibly dismissive of Sony's 

PSX. PS2 sales are in decline and, with 

PS3 still at least a year away from 
worldwide release, you might view PSX 
merely as interim hardware, a stopgap effort 
c We've seen it 





Sony's drive to capture the massmarket. To 
ail ios an snes dine PSXis aDVD 





addicts by stealth. Sony hopes they'll come 
for movies and stay for games. it doesn't 
hurt that PSX owners will eventually link into 
Sony's gaming and music networks, paying 
for tracks and downloadable content. 

PSX might also be a marker for the 
direction in which Sony wants to take its 
PlayStation brand. The original PS2 hinted 
at things to come by the inclusion of USB 





images of PS2 with а variety of Sony 
gadgets plugged into й = camcorders, 
digital cameras, МРЗ players — yet nothing 
ever really came of this connectivity, mainly 
кюре ене: 





time, all Sony had to do was build a system 
But, like Sony's robot dog Aibo, there has to 
be a first generation of any new product. 
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In operation, the PSX's frontend is 
simplistic - some might say dull, even 


Aibo was ridiculously expensive and not 
entirely overwhelming, but solid sales 
helped to maintain its development and 
now Sony is ahead of the loop in terms of 
Al, face recognition, voice recognition... not 
to mention other areas of robotics, such as 
the design of joints, servos, gyroscopics, 
power management and so on. 

Likewise, developing the PSX is helping 
Sony work towards its goal of owning that 
space under your TV set. In fact, at the 
moment, it's everyone's goal: as the various 
areas of entertainment, communications 
and consumer electronics converge, there's 
a battle for control of your living room. 
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Where traditionally you might have owned a 
TV, video recorder, a hi-fi rack of separates 
(CD, tape deck, receiver), and perhaps a PC 
for surfing the web and managing your 
digital photos or camcorder footage, there's 
a new breed of machine that does it all. The 
market for such a device will be huge, and 
with the launch of PSX Sony has made its 
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intentions clear. The term ‘convergence’ 
was popularised by communications 
scholar Ithiel de Sola Pool, in his 1983 
book, 'The Technologies of Freedom'. He 
describes the 'convergence of modes’ 
whereby various forms of communication = 
conversation, theatre, news and text — are 
homogenised by electronic delivery into 
"one arand system." 

Consumer electronics companies have 
been dallying with the concept for two 
decades, putting radios and tape decks into 
hi-fi systems, and VCRs into portable TVs, 
but they've been continually hampered by 
the analogue format. Analogue signals are 
hard to store: you need huge amounts of 
memory (you can store nearly 10Gb of data 
ona C180 VHS tape) or arcane ways of 
reproducing them, such as with vinyl 
records. With the advent of processors able 
to compress and decompress data in 
realtime, almost every form of 
communication has entered the digital 
domain, With TV and radio finally available 
as bitstrearns, the last bastions of analogue 
are film and the printed word. Even then, 
the rise of high-definition video and ebooks 
is beginning to make an impact. 

To the computer, all this information is 
exactly the same: whether it’s the first level 
of a videogame, a frame of movie footage, 
an audio track, an email... it’s all 1s and Os. 
You no longer need separate pieces of 
hardware to manage it all, and it can be 
delivered and stored in the same way: 
broadband, hard drives, removable media — 
and shared across wireless networks. The 
ultimate goal is essentially a computer 


“The ultimate goal is essentially a computer 
system with vast storage capacity that sits 
somewhere in your house out of sight. It’s 
plumbed directly into the broadband network” 


system with vast storage capacity that sits 
somewhere in your house out of sight. It's 
plumbed directly into the broadband 
network, communicates with you wirelessly, 
and delivers interactive entertainment in 
high-definition and multichannel surround 
sound. Wireless technologies such as Wi-Fi, 
Bluetooth and even the impending ‘wireless 
FireWire' (we assume a more suitable name 
is forthcoming) mean that cables can be 
removed from the equation: simply walk into 
the living room with your digital camera 
camcorder/PDA — the system will recognise 
it and bring up the relevant options on your 
TV. There's also a chance it will operate your 
home security, turn the lights on and off and 
run you a bath when you phone from work. 
Obviously everyone wants a piece of 
this action, and the big consumer 
electronics players are all keen to partner 
with companies that can offer technology. 
communications, broadband delivery and 
even content. But there's a major difference 
between a dumb terminal that plays a disc, 
and one that you use to search through 
photos, edit the names of MP3 tracks, or 
suri the web. You need a more adaptable 
operating system and a proper interface. 


Having staked its claim in the PC market by 
creating the global standard in operating 
systems, web browsers and media players, 
Microsoft is constantly looking around for 
new areas to dominate. It's made serious 
inroads into the games market with Xbox, is 
currently working on Smartphone systerns, 
and is looking at ways of getting into the car 
dashboard with automotive telematics. 

Most of all, Bill Gates wants that space 
under your TV. As broadband becomes 
broader, eventually there'll be one pipa that 
carries TV shows, news feeds, sports 
channels, pay-per-view films, pay-per-play 
games, pay-per-download music, websites 
and who knows what else. Whatever it is 
you do, he wants you to watch it, play it or 
listen to it using Microsoft software. 

The company has already taken its first 
faltering steps with Windows XP Media 
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Removing a plastic flap eases access to th 
console's expected array of ports. You can 
forget about plugaing in a multitap, though 


The Japanese package 
does not include a 
joypad, but you can try 
gaming via the remote 








PSX priorities 

The PSX unit is proud to offer 
two standard PlayStation memory 
cart slots on its front, but is 
‘slightly less forthcoming when 

it comes to inviting users to 
connect joypads, whose slots are 
situated at the rear. It's a telling 
clue as to how far down the 
ladder Sony is placing PSX's 
gaming functionality 





Center Edition 2004. To be honest, it's all 
smoke and mirrors: Media Center PCs are 
just bog-standard computers in a pretty 
case, with a TV tuner, a remote control and 
a user-friendly interface. However, they do 
everything you'd want: they can access 
electronic programme guides, record TV 
and digital radio to the hard drive, show off 
your snaps, let you edit your home movies, 
bum CDs and DVDs, watch films, listen to 
music, play games... sound familiar? 

All the major computer manufacturers 
are jumping on the Media Center 
bandwagon - including Sony — and it's put 
the fear of God into the consumer 
electronics manufacturers, who can see 
themselves relegated to mere licensees, all 
paying Microsoft just so that they can install 
the latest version of Windows Media Player. 

There is a concerted effort by a group of 
companies – led by Sony and Matsushita — 
to create a digital consumer electronics OS 
based on Linux. Japanese consumer 
electronics manufacturers have long 
dreamed of a unified operating system of 
their own, in order to dominate the living 
room and dictate the development of 
next-generation hardware. 

In the meantime, Sony has dipped its 
toe in the water with PSX. It probably 
amounts to little more than a trial run, a 
proof of concept, but Sony has a real head 
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start over the other players, in that it has 
already earned its place in the living room, it 
has mind share with the PlayStation brand, 
it has the technology, and it aiso has access 
to a wide range of content. 

As PSX makes use of convergent 
technologies, so it has also allowed Sony to 
leverage its separate divisions. A key part of 
this is the snappily titled “EE+GS@o90nm’ 
chip, the central processor in PSX. This chip 
takes the core CPUs of the PlayStation2 — 
the Emotion Engine and Graphics 
Synthesizer — and fuses them onto a single 
unit, containing 53.5m transistors and 4Mb 
of embedded DRAM, using the latest 90- 
nanometre technology. This process is part 
of the plan to combine Sony's main 
semiconductor operation with that of Sony 
Computer Entertainment, taking technology 
developed by the latter and driving them 
into more general consumer electronics 
products — the first of which is PSX. 
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PS next? 
Just how much bearing PSX has on 
PlayStationa is difficult to say. Concrete 
information on Sony's third console is hard 
to come by, and so far speculation points 
towards a networked machine that may, by 
some reports, not even utilise an optical 
drive, accessing games and other content 
via broadband alone. It certainly doesn't 
make much sense for PS3 to be an 
expensive multifunction entertainment 
system, although exactly what form it will 
take is anyone's guess. 

Ken Kutaragi has publicly stated, 
“The next-generation PlayStation will 
probably take the form of a game box, 
though it will not be a mere game machine." 
This was echoed by Satoru Rick Oyama, 
senior vice president of Lehmann Brothers, 
Japan: "| am very much interested in how 
Sony will promote PS3 as a new product 
for the home, because it will not be a simple 
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Goonsoies and convergence 

There have been several attempts at extending consoles beyond 
their basic gaming operation. The first real advances were made 
with the advent of CD-ROM storage. Not only did this offer 
CD-quality audio, but also improvements in compression 
techniques meant that video footage (of a sort) could also be 
included. On this spread Edge looks at the key developments. 
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1993 

Both Sega and Nintendo 
aimed to add CD-ROM 
capability to their existing 
16bit systems via add-on 
units. Famously, Nintendo's 
development partnerships 
with both Philips and Sony 
floundered. Sony went on 
ta produce the original 
PlayStation, while Philips 
came to market with CD-i – 
a well-meaning but 
ultimately dull *edutainment' 
centre, famous for being 
ûnê of only a few non- 
Nintendo systems to host 
Zelda games. 

However, the Dutch 
giant = along with other 
members of the MPEG 
committee - had been 
striving to squeeze movies 
onto a five-inch disc in the 
shape of VideoCD. А CD-I 
system, when fitted with its 
MPEG? digital video 
cartridge, could reproduce 
Hollywood movies far better 
than its tape-based 
competitors. 
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1995 

Two years later, Apple 
entered the fray with its 
32bit Pippin multimedia 
system. Bandai picked up 
the technology and 
delivered the Atmark 
console (known as @Worid 
in the US). Although Pippin 
systems had web browsing, 
network play and MPEG 
video playback, games 
support was minimal and it 
was expensive. Oblivion 
beckoned. 

Also this year, the 
XBand modem allowed 
Genesis and SNES gamers 
to play online, view score 
tables, receive newsletters 
and send email. Somewhat 
ahead of its time, the 
XBand network shut down 
in 1997. 





1997 

Rather than take an existing 
games machine and extend 
its remit, VM Labs 
attempted to do the 
opposite. This group of ex- 
Atari and ЗОО employees 
announced their 
development of Nuon, a 
powerful chipset that could 
be integrated into any 
production DVD player, 
adding serious videogaming 
clout at little extra cost. 
Toshiba, ВСА and Samsung 
all signed up for Nuon, but 
support and funding was 
lacking from the outset, and 
VM Labs eventually went 
into receivership in 2002. 
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1998 


Sega launched Dreamcast, 


which offered networked 
play, email and web 
browsing. It turned out to 
be Sega's swansong in the 
gaming console market. 
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1999 

The N64 (finally) gained a 
magnetic disc drive system 
called the 64DD. It also 
offered access to 
Nintendo's Randnet 
network, providing online 
play, email, downloadable 
content, web browsing, 
digital magazines and a 
stockmarket simulation 
game. Randnet lasted just 
one miserable year before 
the big N pulled the plug. 
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2000 

Sony's PlayStation2 
launched. The inclusion of 
DVD drive means that it 
was the first games 
machine to double up as a 
genuine, high-quality 
MPEG? player. The additio 
of i-Link (FireWire) and USE 
ports offered a captivating 
glimpse of things to come. 








game machine." So where does this leave 
the competition? Wall, Microsoft is coming 
at the market with a pincer movement: 
Windows Media Center on one side, Xbox 
on the other. Indeed, if convergence runs its 
true course, you can see where the two 
systems might merge to become an all- 
singin', all-dancin' home entertainment 
system = in which Microsoft supplies both 
the hardware and software. Again, until it's 
announced, we can only guess what tricks 
the Xbox? might be capable of. 

Where Nintendo fits into the equation is 
less clear. It's a very poor third in the race 
for any sort of network presence, and has 
failed to provide any other function in its 
hardware other than gaming. In fact, 
Nintendo has never made a system you can 


play audio CDs on, let alone rip MP3s or 


The PSX's built-in music light machine is 
similar to those seen in most media units 


2001 
Microsoft's Xbox featured 
a built-in hard drive and 
broadband capability 
out-of-the-box. The hard 
drive enabled gamers to rip 
CDs and use their own 
audio tracks ingame. 
Xbox Live launched in 
November 2002, providing 
network play and 
downloadable content. 
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record TV. It has steadfastly stuck to its 


guns as a purveyor of finely crafted 
videogames, and while this is a pure and 


videogaming when it teams 
up with Mintendo to 
produce the Q, a 
GameCube and DVD player 
in one silvery stylish unit, 
Unsurprisingly, it never 
made it to Europe. 


Tes honourable objective, ultimately it could be 
| something to rue. Adding DVD playback or 
d CD burning or even email and web 
5 з browsing does not compromise а system's 
capacity to play quality games. When you're 
2002 2003 
Panasonic enjoyed another Microsoft released 
brief dalliance with Windows XP Media Center 


Edition 2004. A new breed 
of enhanced PC is 
developed which provides 
an all-in-one digital 
entertainment system, 
featuring TV recording, 
digital imaging, web 
browsing and, of course, 
videogaming. 

With the release of the 
N-Gage, Nokia managed to 
squeeze mobile phone, web 
browsing, МРЗ playback 
and even wireless 
multiplayer videogaming via 
Bluetooth, into a unit 
smaller than a GBA. 
Whether it will make a dent 
in Nintendo's hegemony 
remains to be seen; while 
Nokia claimed sales of 
400,000 units for its first 
two weeks on sale, 
independent reports 
suggest the figures are 
somewhat lower. 


trying to sall to the massmarket, these 
features become very strong reasons to 
purchase. There is already evidence of this 
with the launch of PS2 in Japan, where it 
was being bought as a cheap DVD player. 

The videogame machine has arrived at 
a crossroads. Convergence is taking the 
medium of videogaming into new and 
uncharted territory, where ultimately it might 
become as ubiquitous as the television set 
(global count: just short of a billion) or the 
DVD player, which is оп schedule to 
overtake VHS ownership by 2009. 

We may well look back on PSX as a 
defining moment, the point when 
videogaming finally made its way into the 
living room — and stayed there, 


2004 
A PAL-compatible PSX 
arrives in Europe. Sony has 
suggested that all the 
missing features will be 
reinstated by this time. 
Later in the year, Sony 
launches its portable games 
system, the PSP which 
features ATRAC3/AAC/MP3 
support, MPEG4 movie 
playback and wireless LAN 
for multiplayer gaming. 
Naturally, it employs a 
brand new proprietary 
media system, the 
60mm-diameter Universal 
Media Disc (UMD), 


developed by Sony. 
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The PSX system contains the guts of a 
PlayStation2, but adds a hard drive, 
roadband adaptor, analogue TV tuner and 
various ports and connections, so you can 
watch DVDs, rip and store audio CDs 
record TV shows to the hard drive, maintain 
your digital photo collection and even burn 
discs. The Japanese version is available in 
two flavours, the DESR-5000 and DESR- 
7000. The former costs ¥99,800 (£514) and 
features a 250Gb hard drive, while the latter 
weighs in at Y79,800 (E411) with a smaller, 
160Gb HD. Externally, they're identical. 

The PSX is a subtly handsome unit, with 
a glossy white polycarbonate case flanked 
by ridged grey panels. As with the PS2 it 
can be used flat, like a conventional hi-fi 
separate, or stood on end with the 
engraved PSX logo on display. If anything, it 
feels more appropriate lying prone, so you 
gain easy access to the slot-loading drive 
and removable storage on the front panel. 

Clearly, the PSX has massmarket written 
all over it [despite the fact that, outside of 
Japan, the only people eager to get their 
hands on one are the most committed of 
committed). The design is miles away from 
the typical games console aesthetic; it's 
cool, angular and rather feminine, which is a 
marked change from the dramatic, macho 
ines of the PS2. (A smart move by Sony 
might be to make a matching AV amp, to 
make use of the digital audio outputs.) 

Ports have been divided between a 
panel at the rear and one at the front that 
resides beneath а fold-down йар. All the 
serious connections are at the back, 
including twin controller ports; BS IF and 
VHF/UHF in; S-video, composite video, L/H 
stereo audio in and out; D1/D2 line out, 
optical digital out and an Ethernet port. 
These are recessed quite deeply, and 
access has been made easier by a 
removable plastic panel. 

Up front, you get twin PS memory card 
slots; some tiny navigation buttons 
istandard fare on DVD players and AV 
amps}; a USB port and a Memory Stick Pro 
slot. The Japanese import systern is 
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accompanied by a power lead, composite 
video/stereo audio cable (anyone with any 
sense will ditch this for S-video), a UHF 
extension lead and the remote control. 

With such a small fascia, Sony really 
had little option but to situate the controller 
ports at the rear, leaving room for the 
removable media. However, not only does 
this make them difficult to get to, but 
because of the enclosure there's no room to 
plug in a Multitap, so while the PSX case is 
much larger than a standard PS2, you're 
Still limited to twoplayer gaming. 

However, on reflection, it's probably 
Sony's distinct intention to keep the gaming 
aspect low-key, After all, the unit doesn't 
even comae with a joypad (matching PSX 
pads are available but you can use your old 
Dual Shocks without any problem). 
Presumably, it wants to sell PSX on the 
strength of its all-round functionality, not 
just on its gaming heritage. 

Typically, storage is limited to Sony's 
proprietary systems. And while it's 
understandable Sony would want to 
support its own standards, in a world where 
Memory Stick only serves around 24 per 
cent of the market it's annoying that anyone 
with a camera that uses Secure Digital, 
CompactFlash or MultiMedia Cards can't 
use PSX to view their photos. The USB slot 
can be used to connect digital cameras, 
and although this currently only works with 
Sony cameras, the company has promised 
to provide drivers for other brands. Quite 
why Sony opted for USB1.1 instead of the 
faster USB2.0 is anyone's guess. It feels like 
penny-pinching. Having just a single port 
also precludes some peripherals. 

Also, somewhere along the line, Sony 
forgot to include an i-Link (FireWire or 
IEEE1394) port, so you can't import DV 
lootage from a camcorder for storing on the 
HD or burning to DVD. Presumably, this was 
dua to the cost, not only of the port and 
circuitry, but also because it would 
necessitate more complex software. 
However, it does feel like a missed trick. 

If you're thinking of buying a PSX on 
import, then a look at the remote should be 
a warning. Each button has a Japanese 
legend, and while most functions are fairly 
obvious, there are enough multifunction 
buttons to make it less than user-friendly. 

Any serious thoughts of importing are 
banished when you connect the machine 
and boot up. For starters, the PSX is 
designed for continual connection to a 
UHF TV signal - a Japanese one, that is. 
Not only does the UK use different 
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connectors, but we also operate on 
different frequencies and with PAL rather 
than NTSC, So for most of the time, all you 
get onscreen is white noise. Likewise, the 
electronic programme guide is useless 
outside Japan, so that's another feature 
you can write off. 

Like the remote, all of the menus are in 
Japanese and while the GUI is easily 
navigable, there are dozens of options that 
rely on a decent knowledge of kanji. This 
may explain why Edge's testers couldn't 
get any DVD playback, even though we 
tried region 1, 2, 4 and O discs. During our 
exploration of the menus, either we turned 
off some vital component, or turned some 
other, equally unwanted, option on. Either 
way, we can't vouch for the playback 
quality, though we've no reason to doubt it. 

Music CDs worked fine, however, 
enabling Edge to experience the built-in 
pattern generator, which displays colourful, 
wavetorm-basad images in time to the 
music ~ a feature first seen in Atari's Jaguar 
and now de rigueur in multimedia devices. 
We ripped a CD to the hard drive, which 
took 50-70 seconds per track. 

We also managed to use the photo 
system, which enables you to display your 
digital snapshots onscreen, flip them round, 
zoom and so оп. Images are accessed via a 
Memory Stick, although you can plug Sony 
cameras into the USB port and transfer 
images that way. A brief glance at the 
networking options, where you can enter IP 
addresses and the like, was enough to 
convince us to leave well alone. Overall — 





Jett Minter, eat your heart out (top). This 
(above) will become clear on PAL release 
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The trayless disc drive is 
just dreamy to usd, with a 
supremely smooth action 
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and despite our problems with the lack of 
English menus — operating the PSX proved 
slightly frustrating. For starters, the machine 
should at least have the sense to autorun a 
disc. With both audio CDs and DVD, you 
need to access the menu, scroll down to 
the disc and click on the icon to start it 
playing (or not, as in our case). 

Also, rather worryingly, there were times 
when the system froze for no obvious 
reason and the remote refused to work, 
even though we could operate the menu 
from the buttons on the front. Whether we 
had inadvertently clicked the ‘Stop Working 
Properly” option, or the system just hung, 
it's hard to tell. 

Frankly, you'd be silly to import a PSX 
now, if only because a PAL version is just 
around the comer. You lose so much 
functionality that it's little more than a 
completist collector's item, However, if the 
UK version comes in at a similar price level 
(roughly 2410-2515), then it looks like a 
good deal. Existing PS2 owners might be 
better off getting a TiVo or Sky+, or maybe 
even just a DVD recorder, which you can 
now find for as little as £250. It comes back 
to the whole notion of convergence: you 
get one neat box to do it all for you. And 


that makes the PSX a very tempting == 


offer. For a while, at least... 
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ine P^ launen 
Sony announced its plans ta produce a PlayStation2-based multimedia 
system back in May of 2003, when it outlined the technical specs and 
Ken Kutaragi exuberantly explained that "the 'X' in PSX refers to the 
'crossover' of games and electronics," 

However, in the intervening months, Sony had to cut back on the level 
of specification in order to make it to market by Christmas. In truth, the 
reduction in functionality is marginal, and Sony has promised to restore 

much of the functionality in the next few months via downloadable firmware 
updates. But the backlash from Japanese analysts was vociferous. 
Kazumasa Kubota of Okasan Securities wrote the PSX off as little 
more than a “publicity stunt” and suggested that sales would drop off after 

a month or two. Kazuya Yamamoto of UFJ Tsubasa, was similarly 
disparaging, claiming that “lowering the specifications of the PSX hurt 

Sony's image." He went on to say that the system had failed to deliver on 
Sony's promise, saying: “Did it tum out to be a superior machine as a DVD 
recorder? | certainly don't think во." 

As ever, sales figures are hard to come by. and reports - presumably 
driven by Sony press releases - conflict with eyewitness testimony. 
Japanese newspaper 'Mainichi Shimbun' claimed that demand outstripped 
to ‘GameSpot’, a week after launch, units were still readily availabe without 
pre-order, and one store had already relegated PSX from its prime store 
entrance position in favour of a broadband salesman. It has also been 

suggested that waning consumer interest is partly due to competibon from 
| Sony's other new products, a high-capacity Blu-ray DVD recorder, and its 
| Sugo Roku personal ОМО video recorder. 








ine missing Specs 
The biggest victim in Sony's cutbacks has been the lack of playback 
support for CD-R and DVD+RW discs. CD-Rs are by far the most popular 
format for backing up data and burning audio discs. However, the lack of 
DVD+RW is less problematic. Although It's a more technically advanced 





format than DVD-RW (Sony itself is a developer of the CD«RW format, 
which can be played back in most consumer DVD players and CD-ROM 
drives}, DVD-RW media has the greater market share, by roughly 3:1. 
in the course of downgrading the DVD drive, the dubbing speed has 
also dropped from 24x to 12x. This would still allow 60 minutes of TV to be 
backed up onto DVD in around five minutes. 

j | Sony also chose to drop TIFF and GIF image file formats in favour of 
SON Y JPEG alone, but since almost every digital still camera in the world can save 
| | files аз JPEGs, this is barely worth mentioning. 

Of slightly more annoyance is the loss of the МРЗ audio format in 

favour of Sony's own ATRAC3. This means that while you can rip audio 
1 ry / Tacks to the hard disk, you can't really do much eise with them. You could 

| | burn them to a CD, but ATRAC3 isn't supported on anything except 
MiniDisc players and, you guessed it, Sony-branded equipment. 

HOME \ But the most curious omission is that of networking. The PSX does 

have an Ethernet socket, but there's a small warning label stuck over it to 
prevent its use. This means that PSX can't currently access the PlayStation 

broadband network or Sony's online music services. 

Given that Sony states that features will be reinstated in the shape of 
downloadable firmware upgrades, it's unclear whether the broadband 
functionality is currently operational, or whether it perhaps requires a 

disc-based patch to activate it, 
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We're now well into a new year. And what do we 
find? Mics, arthouse games, a handheld battle and 
the 'death' of the platformer. Here, Edge looks at 
what will specifically define videogaming in 2004 
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decided to gloss right over the last 12 months and set sail for future 
lands. 2004 is already providing many more reasons to be cheerful. 

There's the prospect of new hardware for a start, and nothing 
invigorates a scene like fresh technology. 2004's progeny is the PSP, 
scheduled for a Japanese launch in the winter, the first previews only 
weeks away. Mobile gaming has always been a disparate field, with 
nobody willing or able to join the dots in the public imagination between 
Advance Wars 2 and Snake, but that's precisely what Sony is addressing 
with millions of dollars and many thousands of man hours 

Interest in the current console generation levelled out alarmingly 
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during 2003, and when gamers lose their appetites, the only thing that 


usually tempts them баск to the table is talk of the next generation. 
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:odename for the console and a list of numbers, that won't stem the tide 
of speculation. When will Sony respond with PS3? Nintendo is due to 
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make a hardware announcement at ES in May, yet claims this won't be a 
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sequel to GameCube or Game Boy Advance. The company is instead 
promising something more innovative, changing the way we play. Expect 
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20045 trade shows, from Milia in March to the Tokyo Game Show in 
september, to be rife with rumour and gossip, If lacking In substance 
Despite the PC retreating further from the mainstream, with output 
ncreasinalv consolidatina around strateay titles and FPS mods. it will host 
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anticipated new games from Critenon, Rare and Free Radical. 


licences, but innovative technology such as the pitch-recognition karaoke 
games and EyeToy should also make an impact. Meanwhile, gaming 
continues to diversify at the margins, and a genuine two-tier system IS 
starting to emerge with more esoteric, ‘arthouse’ or 'indie' games 
released for the delectation of the cognoscenti, unburdened оу the 
expectation of huge sales. Edge's resolution? To have even more fun 


Over to the developers... 
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What was the best thing that happened to 
gaming in 2003? 

I think the sales figures of the GTA series 
doesn't mean lower sales if the gameplay is 
good. I hope this will enable publishers to 
allow for more mature themes in games. 


to playing? 

Half-Life 2. | really liked the first one and it 
seems as if the nice tech is actually being 
used for gameplay benefits. Also, I'm looking 
forward to seeing what the mod community 
will come up with. 


What will be the big gaming trend of 2004, 
and which developers/companies will be 
making waves? 

| think we'll see console developers finally 
wanting something a lot of PC developers 
have gat - online multiplayer expertise. 
Granted, online gaming via consoles isn't that 
widespread yet, but it'll get there. | think we'll 
see some cool console titles doing 
multiplayer stuff normally reserved for the PC. 
Also | think there will be a tendency for 
projects to grow much larger than we've 
seen before. This will most likely result in 
fewer productions but with bigger budgets. 


What do you hope to achieve with your 
games in 2004? 

To sell enough copies to allow us to continue 
making the games we like and to improve our 
skill every time we do so. It sounds very 
banal. but there it is. 





What was the best thing that happened to 
gaming in 2003? 

| think it was the end of the worldwide 
recession. Economies throughout the world 
are beginning to rebound from a pretty awful 
2002 and people have more money to spend 
on games now! The numbers this holiday 
have already been very positive for consoles 
and console games. 


Which game are you most looking forward 
to playing? 

Everquest 2. | was an Everquest junkie when 
it was first released and the features that 
apparently exist in Everquest 2 look very, 
very cool. 


| think that because of the PSP's coming 
launch a lot of companies who goed 
handheld development in the past are 
considering it now. Therefore | thank youi see 
а lot of new entries in that arena by 
companies who haven't done handheld 
development before. As a result of the new 
handheld gaming should be very different 
than what we've seen for the past several 
surprise people. Sony firstparty, as well - 
though we at Insomniac are biased 


What do you hope to achieve with your 
games in 2004? 





Yoshinori Kitase 
Producer, Final Fantasy X-2, Square Enix 


gaming їп 2003? 

The merger of Square and Enix. It all 
happened so suddenly, it was quite a shock, 
especially for it to happen to the company 
you work for. 


to playing? 
Half-Life 2. 


What will be the big gaming trend of 2004, 
and which developers/companies will be 
making waves? 

Recently | have become interested in gaming 
genres which | haven't really tried my hand at 
before. If possible, | think | would like for us 
to be the campany which makes the trend- 
setting games of 2004, 


What do you hope to achieve with your 
games in 2004? 

When new hardware becomes available, 
there is a tendency to concentrate only on 
getting the most out of it, and making 
However, now that we are at a stage where 
the PS2 has been around for à while, | think 
we've entered a phase where it's possible to 
enjoy concentrating on the software itself. For 
this reason, | would like to make games 
which make the most of this more software- 
oriented phase in the Ме of the console. 
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What was the best thing that happened to 
gaming in 2003? 

| think this was definitely the year that 
broadband gaming took aff. Sega should 
receive a lot of respect for the early work it 
did making it acceptable for the massmarket, 
but | have to take my hat off to Sony, and to 
Microsoft, for making a success of what is 
still а relatively niche market. Hopefully this 
has served to whet the appetites of the 
things from this area in the coming year. 


to playing? 

There's so much on the horizon it's difficult to 
pick one game. | quess the one game that 
shook everybody up al ЕЗ was Half-Life 2. 
It's nice to see a company that didn't get 
bloated by its previous success, and instead 
pumped their prafits back into development. 
be a contender for garne of the year already. 
really intrigue me for what they plan to add to 
the life-sim market = The Sims is a good 
game, no doubt, but there's a distinct lack of 
purpose there which these two games may 
be able to capitalise on. Lastly, I'll have to say 
GT4, purely because I'm interested in what 
else they're going to do with it. There's only 
so much longevity in Pokémon-with-cars, but 
the sheer level. of polish they can afford 
should make it a special title in its own right. 


What will be the big gaming trend of 2004, 
making waves? 

| think the watchword is likely to be 
“connectivity”, whether through existing 
What's been seen so far is only the tip of the 
finding this kind of technology in everything 
from the iPod to the N-Gage. Connectivity s 


What do you hope to achieve with your 
games in 20047 

As our model is to provide a licensed, yearly- 
iterating product, certain sectors of the 
market don't seem to be taking us seriously. 
Believe me, we are deadly serious. We are 
technology, but also our focus on great 
gameplay. All | can say is that we will 
continue to plough our own furrow. 
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CEO, Rebellion 





What was the best thing that happened to 
gaming in 20037 

TIGAS continued growth and the maturing of 
its recognition at the highest level in 


Which game are you most looking forward 
to playing? 

| prefer to find games that come with less 
hype than the ‘next big thing’ that's had too 
much marketing money thrown at it, so ГЕ 
browse the shelves of my local store and see 
what takes my fancy, and hopefully be 
surprised rather than disappointed. 


What will be the big gaming trend of 2004, 
and which developers/companies will be 
making waves? 

| think there will be more development 
companies going bust, but an awareness al 
senior level within international publishers 
that a healthy independent community is 
important for their future too. | think we'll 
also see more sophisticated financial 

deals allowing developers to fund games 
outside the standard 'advance from a 


What do you hope to achieve with your 
games in 20047 

Another chart hit would be great. As would 
achieving both а critical and commercial 
success at the same time, which seems to be 
have been some shockingly bad titles 
released that have sold well and some 
appeared in the sales charts. 
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Ray Muzyka 


Joint CEO, BioWare 





What was the best thing that happened to 
gaming in 20037 

Lots of great games came out this year = I've 
got a huge stack of them for Xbox, PS2, 
GameCube, СВА and PC which | haven't 
even played yet! And to promote one of our 
own games which we're very proud of, at 
BioWare we released Star Wars: Knights of 
the Old Republic this year for both PC and 
Xbox (with LucasArts as publisher); Knights 
had a lat of really unique features which 
hopefully will help influence RPG 
development in the future, with ideas like 
being able to roleplay as ether a good or evil 
Character and have the storyline change to 
match the choices you make. 


to playing? 

I'm looking forward to pretty much all of the 
RPGs (my favourite genre) that are due to 
come out next year. Also Half-Life 2 and Halo 
2, since I'm a big FPS fan! 


What will big the big gaming trend of 2004, 
making waves? 

2004 в a pretty exciting year for consoles, 
since й falls in the ‘peak’ year for both PS2 
and Xbox in terms of maximum numbers of 
both systems available on the market. As 
well, developers will have had lots of time to 
fine tune their processes and most games 
coming out during that year will be second- 
or third-generation games on their respective 
systems — so quality on the consoles should 
be very high in 2004. Hopefully it will be a 
good time for gamers! 


What do you hope to achieve for your 
games/company in 20047 

At BioWare we're currently working on three 
new intellectual properties, all games set in 
brand-new BioWare-created worlds. We're 
really excited about ай of them — they're ай 
quite distinct from one another in terms of 
setting — and there are both PC and console 
games in the pipe at BioWare. The only one 
we've announced any details on thus far is 
Microsoft in O4 2004. In Jace Empire you get 
to roleplay as a martial arts master in the 
world of mystical/mythical China. So we're 
hoping to build something that fans really 
enjoy with Jade Empire, and we're looking 
forward to revealing more details on the other 
two worlds! 
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Development director, SCE Studio London 





gaming in 2003? 

| think EyeToy and the increasing success of 
Social gaming in general is fantastic for 
gamers. There have been а few false dawns, 
console | think it's finally happening for real 


to playing? 

the chance to buy and sell top footballers 
against real players around the world is 
something | am very much looking forward 
to. Also I think you will see a lot of developers 


What will be the big gaming trend of 2004, 
and which developers/companies will be 
making waves? 

Social gaming around the family TV or across 
a network will continue to be more and more 
important. The best developers will realise 
that people want to play games together and 
deliver multiplayer fun. That may mean using 
dance mats, EyeToy or network technology 
but the real question will be how do we get 
people having fun together in a game that all 
groups enjoy. Expect to see good things from 


What do you hope to achieve with your 
games in 20047 

At London Studio we will continue to push 
Innovative products like EyeToy and Singstar 
will continue to take the PS2 into the mass 
market, the next This is Football title will 
redetine online gaming on the PS2, while The 
Getaway 2 will just shock and amaze! London 
Studio will be at the forefront of delivering 
cool experiences for garners new and old. 


J Allard 





What was the best thing that happened to 
gaming in 2003? 

This past year was filled with historical 
advancements for the videogame industry 
and Microsoft in particular, so it is hard to 
limit this answer to one specific quality. 
expanding the social arena in the gaming 
audience demographics with entertainment 
opportunities beyond games. Microsoft is 
creating a digital entertainment lifestyle with 
the Xbox where constant entertainment 


Which game are you most looking forward 


Lome big fan of the sports titles, so | am 
eagerly anticipating NFL Street. It is fun to 
play and has great features like different pro 
football stars on different field surfaces. NFL 
Street is a clear indication that there are 
many exciting things happening in the sports 
line-up currently and many more to come, 
There are also many exciting developments 
within the action and adventure genre 
including the games Tom Clancy's Splinter 
Call: Pandora Tomorrow and Ninja Gaiden. 
The multiplayer factors and the online 
capabilities in both of these games will 
undoubtedly add a more realistic dimension 
to the action. 





What will be the big gaming trend of 2004, 
making waves? 

Online has proven to be a factor and will 
continue to grow in 2004. Developers like 
UbiSoft and others see the value of online 
and the increased demand and value that it 
brings to the consumer. 


What do you hope to achieve for your 
games/company in 20047 
Microsoft believes that the future of 
videogame consoles lies in the ability of the 
software and the capability to expand the 
entertainment community. Microsoft has 
always been a leader in innovation and we 
will continue to redefine the videogame 

of gaming is in the online community and 
intends to add new features to enable better 
social interaction. 
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What was the best thing that happened to 
gaming in 2003? 

EyeToy. It brought a lot of new people into 
gaming by removing a barrier = the controller, 
It quickly became the PlayStation accessory 
for the summer. Everyone was just loving it. | 
know it was only for a few weekends, but the 
first day was just so much fun. Personally 
speaking. й was playing OutFlun 2 at the 
coin-op preview show. I'd waited а long time 
for it to arrive and й didn't let me down. Best 
drift ever. 


{о playing? 

It might sound like a cliché but | have to say 
Gran Turismo 4 = although I'm still under the 
influence of receiving Prologue just yesterday. 
play the first two games, GT3 A-Spec turned 
me into a motoring geek = | even chose a car 
based on how much | enjoyed it in the game, 
Prologue has relit the fire. Nobody, just 
nobody, does real driving like Polyphony. I'm 
sure it will be a stunning achievement. 


What will be the big gaming trend of 2004, 
and which developers/companies will be 
making waves? 

| expect the common answer will be online 
play, but | have a feeling that portable garning 
is going to make a big splash when the PSP 
hits the shelves. A ‘Walkman for the 21st 
century’ — you'd better believe it. | expect 
Sony to stay on top, Microsoft to get it night a 
bit more, EA to forge even further ahead of 
everyone else, and videogaming to get bigger 
and better than ever. | just don't subscribe to 
the "it's all rubbish’ mentality = the scene 


What do you hope to achieve for your 

games/company in 20047 

| hope that we continue to deliver great 

software that a lot of people enjoy playing. 
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Warren Spector 


Studio director, jon Storm 





What was the best thing that happened to 
gaming in 20037 

From а purely personal standpoint, lon Storm 
shipping Deus Ex: Invisible War was clearly 
the high point of the year! On a slightly less 
personal note, | was pleased to see some 
terrific games appearing on the Xbox - the 
Christmas slate in the US was chock full of 
gaming goodness and, honestly, | didnt feel 
that way in years past. More specifically, I 
was really happy to see that a more player- 
ceninc, Ireefcrmm approach to gameplay was 
thanking = sandbox gameplay isn't just GTAM, 
of folks are jumping on the bandwagon and I 
happens. Oh, and Wancware ruled! 


to playing? 
Half-life 2. End of story. OK, Gran Turismo 4. 
Don't make me pick. | want both of ‘em! 


What will big the big'gaming trend of 2004, 
making waves? 

I don't know if I'm the best prognosticator 
around but | certainly see the appearance of 
some amazing high-end rendering 
techniques making their way into games. 
lon's trying some stuff out and, of course 
Doom 3 and Halo 2 promise to take things to 
a whole new level. The hardware's there to 
make it possible and | suspect it won't be 
long before gamers come to expect even 
higher levels of graphical quality than they 
do now. Let's just hope developers don't 
lose sight of gameplay quality as they 
scramble to push ай those pixels around! 
Maybe even more important ts the stuff Valve 
is doing on the virtual actor front. Game 
Characters are going їо be stunning іп а 
couple of years and Valve's clearty at the 
forefront of that effort. We're just seeing the 
tip of the iceberg now. 1 doubt any of us really 
undersiand the profound effect better actors 


What do you hope to achieve for your 
games/company in 20047 

| want fo see lon ship a great, great [href 
game and then see us focus a bit more on 
development process issues so we can 
deliver great games іп а more timely, cost- 
effective manner. Tall order, but | think we're 
up to the task. We'll see! 
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Gavin Raeburn 





What was the best thing that happened to 
gaming in 2003? 
EyeToy, as it makes gaming appeal to a more 


in-depth gameplay. I'm also looking forward 
to Syphon Filter, because | enjoyed the 
tension, stealth and sniping action of the 
original version. 


What will be the big gaming trend of 2004, 
and which developers/companies will be 
making waves? 

| think online use will continue to grow, slowly 
but steadily. Developer-wise, UbiSoft took a 
big risk at Christmas in releasing so many 
new and original games, so | hope that pays 
off for them. П will encourage other 
publishers to be more innovative and creative 
with the games they release. 


What do you hope to achieve with your 
games m 2004? 
happy punters. 


Seth Luisi 





What was the best thing that happened to 
gaming in 20037 

The announcement of the PSP | can't wait to 
start developing and playing real 3D games 
оп a handheld device. I've become so 
accustomed to 3D games and the added 
depth that they offer. Only a couple of GBA 
games in the last two years have caught my 
interest. The PSP will finally bring the 3D 
UMD will also allow for high-quality streaming 
music, movies and VO in portable games. 
Not to mention the potential of embedded 
WiFi support. To me as а garner, i's about 
Inang room consoles after all these years. 


to playing? 
Half-Life 2. I'm hoping it will live up to the 
hype, but only time will tell... 


What will be the big gaming trend of 2004, 
and which developers/companies will be 
making waves? 

I do not think that there will be a lot of 
innovation or new trends over the next year, 
only a lot of sequels. Online console gaming 
will become even more important and more 
games will support online game modes but 
the true innovation will come when the PSP 
and next generation consoles are launched. 
Don't get me wrong, | think that there will be 
a lot of really qood games next year, but 200: 
will be epic. 





games in 2004? 

This year | plan on doing some 
contemplation to prepare for the next wave. 
To me, it is very important at this time to 
create new experiences on PlayStation, 
PSP and beyond. 
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Killzone? crapzone more like. паһапаһаһаһаһааааа!!!!!!!!! 
killzone is stupid! it could never beat halo!!!!!! 
Why do people trust Amazon customer reviews so much? 


кз sights like that, delivered with a level of certainty matched 
only by the reviewer's total lack of hands-on experience, thal 





drag Айголе s Amazon average down to three-and-a-half stars. 
Halo 2 is faring better, garnering four stars overall, and it's really 
no wonder, since it appears: “this game is worth buying ever 
оч LST OOK al the Оох а! day long" 

It's easy to be dismissive of the inarticulate fanboy rants 
wrwch can cog the system, but its clear from the effort Amazon 


mesis in them that the customer reviews are one of the biggest 
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wes written for love not money. And from the mish-mash of 
sober and hystencal, informed and speculative, articulate and 
literate opinions that settie at the bottom of every page, it's 
possible to sieve out some very useful nuggets. 

Its a very d ferent word from the magazine review, which is 
presented as being balanced, considered and definitive, and 
where readers are more and more aware that — whether or no 
it's staunchly resisted — advertisers are doing all they can to 
maximise their leverage. 

Amazon isn't designed for gamers. It's designed for 
shoppers who want to buy games. Nor does it think games 
require any specialist presentation, absorbing them into its 
commercial democracy on the same footing as poetry and 
blenders. it means that, while it isn't designed to cater for the 
noooyists, Amazons recommendation system does a fine job 
Jt encour raging hesitant garners away from the beaten path. In 
a репесї example of six degrees of separation, a customer v 
comas to search for as conservative a bet as the new “Lord ol 


hi E So res um I -— ^ um: a Бш Ф É پت‎ 
he Hings' game can, with just those six mouse clicks, take а 
Whirlwind journey through Hoque Squadron Ill, Mano Kart 


ny ell Che ibu j p Р турған gum m 
Double Dash!!, Soul Сани Il and may Liga, before lander ышып 


Fri ^ curru) у: - Р 2 + j 
м gelig pected temtory of Gitaroo Man. At every 

liom, Lane. ыгы anion DAE І ГРЕЕ, os Qe e mun chr а ы 

stage tl tha reassuringly partisan voice of one of your 





peers, letting you peep througn their gaming window and see 


what you might be in for. 





A = 


Amazon is coy, refusing to reveal any sales or visitor figures, 
however there's no doubt that its market share is growing. The 
plain-speaking reason behind its success should give every 
sector of the specialist elis industry — PR, retailers 
and magazines — some CHEWY food for thought. 
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Ambitious minds 
most played It's a great idea in theory 

mbition, Rarely is this perceived as a negative quality, 

If you're ambitious then you're keen, you re hungry, 
you're the man with the plan, the host with the most, the 
handsome young go-getter, the dreamer, the schemer, the 
one who wants it most, and if you're driving the bus then 
everyone else had better hang on for the ride because 
you're going straight to the top and ain't nothing gonna 
stand in your way. it's a jong way before ambition 
eventually transforms itself into arrogance and hubris. 

Edge regularly suggests there isn't enough ambition 
on display on the shelves of videogame stores. Most 
publishers are content to play safe with sequels, licences 
and games that fail within tradibonal stylistic conventions, 
Any developer declaring an ambition to produce games 
that aim for something above and beyond the status quo 
should be applauded. іп fact. that accounts for virtually ай 
developers who talk to Edge. So why don't most games 
out there reflect this? Much of î is down to publisher 
influence and unwillingness to take risks, but there's also 
the fact that some developers can't and don't deliver on 
their ambition. it's when this ambition overtakes the 
impetus to make a brilkant game that we have problems. 

Deus Ex: Invisibée War (below) is a great game, but it 
genuinely suffers from overstretched ambitions. lon 
Storm's desire to provide a grand conspiracy storyline 
appears to have distracted it from ittie inconsistencies 
that can really frustrate when all you want to do is get to 
the end. And if you promise real-world interactivity, vou 
can't start reinventing physics. If ‘indestructible’ glass 
exists in your game world, why aren't the supenweapons 
of the Mako Ballistics Laboratory protected by it? 

As covered in Prescreen, Resident Evil Outbreaks AJ is 
initially very impressive. It seems exactly how human 
players would react — so why is it programmed to 
constantly repeat the same few robot-like phrases, 
thoroughly shattering the illusion of artificial intelligence? 

Sure, there are far worse game development crimes 
than over-ambition. Great games are ай about stretching 
technology to its limits while maintaining utter consistency 
within the world you create. It's no use drawing up ever 
more ambitious and lifelike rules when the 
technology is not yet ready to sustain them. 
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Pub doormen eye you up from behind 
indestructible glass. Why Deus Ex's 
secret bases don't invest in the same 
protection is something of a mystery 
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lon Storm Prcs: 550 (£29) 


Visually, the game strives for moody but ends up 
hitting gloomy. There's very little memorable here, 
although later levels are grander inventions 


fame int smart enough to handle the 


fallout. Shoot a fellow Tarsus agent in the 
lace with a trang dart because she's getting 
in your way and neither the game nor the 

lady enin will remember it the next time you 
the evil 


hidden 


meet. When you find the secret lair 
heacimaster, you can storm out of its 


exit into his very public office, do a 
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complexes тог air vents, or go on a multi-tool 
Spending spree and unlock every door you 


find’? Simply tiptoe past the titanic Templar 





Release; Out now (US) March (UK) 





alites, or spear ther on the end of an amme 


guzzling, sky-seanng mag-rail blast? 
The universal ammo system has 

prompted more controversy than such an 

exemplanly sensible system seems to 

core of what freedom there 


deserve. It's the 


is, since ammunition limitation is one of the 


most overused tools IN goverming your pain 
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у vou remain tiec to your stancara 


* In Invisible War VOLL Cari 
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fashier guns may use up more of your 
ammunition, out you get commensurate 
bang for your buck. In the end, your 
preterred weapon set becomes a better 
indicator of your gaming personality than 
r hampered plot choices. 

SONS Чегар y simplihed from the first 
game, the RPG-style character upgrades 
hinge on you с ед cting biomod canisters. and 
committing to a combination of stealthy 
vision, Tor example), brutish 


Cloaks and night 
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upgrades. More innovative are the weapons 


mods. Pick-ups allow you to customise any 
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power or range, Sence iner Sno Of 


improve the efficiency of their ammo use 
This is an enormous relief, since evan the 
purest scientist will take three point-Dlank 


Histo rounds to tha haad Derore even 


coner tg falling over. Disapoointingh 
just as you're becoming seduced with the 
Е 


potential of budding up your humiie vs в 
into a bone-flde supergun, it's revealed t 
there are only two slots available on each 


weapon. It's a system that might encourage 


you TO сапу specialised vanants of each gun 


a cdoute-powered Dasher and a sienced, 


super-ranged sniper, perhaps — but your 


irnited inventory soon puts paid to that. 
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made the effort to пате the cat in the 
secretary's desk photo but not to make 
jumping work properly, that bothers to script 
ving exchanges between insignificant 


NPCs but pits you against clumsy and 


А ——— E - ЖӘ ЙЛ Cue‏ ت 
atulttenndg Al. Lifmmatety, тире гуаг а ven‏ 


пе Game spread too thin. If lon Storm nad 
condensed its efforts into making more 
coherence within a smaller world, more 

subtety within a tighter story, more 


atate, TT RTE 2 3 p тү 
onseouence within a freer choice 


Seven out of ten 


reviously in E111, E125, E131 


The physics works well, although the rag-doll 
corpses are a little overdone. Barrels topple, 

boxes catch fire, and scattered grenades sot 

off spectacular chain reactions 


Free the bean 


The e give you a taste of what 
Invisible War might have offered in terms of 
real usas In a nod to the game's Seattie 
starting point, Alex is soon lured into a turf 
war between two coffee chains, Quae 
Quegs and Pequods. Entirely optional, you 
can choose to ally yourself to the former's 
underdog desperation or the latter s 
corporate skulduggery. or try to Tesca 
them both for every dollar going, It's the 
one part of the gama where you feel your 
decisions are going to stick, and not be 
countermandad by a shadowy global cult 
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Format: PlayStation2 Publisher: Тесто — Developer. In-house Frica: 550 (E29) Aelease: Out now (US) 2004 (UK) 


Е here's son ething ever so slightly reepy 
about twins, even pretty ones. Especialh 
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Mio and Mayu to a deserted village built 
top of an opening into hel 

The bloodstainac "ad 
volumes they find there soon reveal that, 1 





order to Keep the hell-mouth sealed, thi 
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control васп of them at different times, 
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story. Rather than working co-operatively, she‏ 
must pursue her sister deeper into the‏ 


Fighting in close quarters can be 
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that are clouding the mind of her 


imoressionable sister As in the first game, longevity comes from replaying to maximise your scores and open up new leve 
rc a PERTE - of difficulty. Your efforts are rewarded with unlockable costumes - some more risque than others 
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under your teet the result of Trenzied багпабе ot your camera = the incredible cruelty which more in your face. Their comically protractec 
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not solemn Cx rero. | he story runs a fa I5 whispered to vou in fickenng Cut scenos aeath throes further nibble awav at МОНГ 
more ambitious emotional aamut than the means you re fighting for your life. suspension of disbeliel 
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considerably, both for goo ghost or push them back, now recharge 
waman for keeping automatically during every бане and car 
Signis as aS possible, which previous consequently be used with more abandor 
Snooursaed voi t earn tr гапат 1 Our SCOFE h tar Ї pu ng afi Fatal 
пок your nerve, it now powers up your shots Frame combos, prompted by a red flicker 


according (mostly) to how close you let the your camera screen. The power-up system 
spirit get. Tha loss of the 180-degree quick remains needlessly over-complicated, but t 


turn is also keenly felt, especially since the fully kitted-out camera is a satisfying and 





default controller configuration assigns "tum magnificent weapor 

faster’ to a face button, which makes using it This mF BI the designers seer 
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mpossible. As a result, few of the Бане traditional videogame puzzles into the caref 


The sections where you play as Mayu are monochrome. Without the camera, she is evolve into Ihe kind of protracted grudge horror of the story. The tiresome trudge fron 
defenceless, but untroubled by the ghosts who beckon her further into the sacrificial halls matches that burned ghosts like Blinded into Ato B to А again makes an unwelcome 
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return, and dulls the terror of unprompted 


exploration. The supernatural setting seams 


а sneaky explanation for items that ref 
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appear where you know they ougnt to be 





жий you ve inggered a certain speci jl- 
© z mS gepgar g pes $ 
H5 qeearest weakness. instead сї 
Raving faith in the narrative's power to dt 
your exploration and the ghost 
Greaciuiness to punish your mistak 
they ve relied nveritional restart 
Nothing breaks open the illusior 
denih- as when vou start dreading your 
Own videogame death instead of Mio s real 


ore, but it can still be eclipsed by the tear 


save ponts can be widely spaced, and 
should vou have forgotten to use one, а 
badly handled encounter can set you back 


tens of minutes. All at once, those delicate 


ise li ! 
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deliciously gruesome shocks simply 


disintegrate. Where half an hour age 
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Were timig and wide-eyed, on your second 


time through you're blase and dismissive 
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urwwinnable position, пе sequel over 





compensates, with even ine sm 


pack refilling almost all your energy. 

However, if the designers had allowed 
more generous restart points within the game 
it would have allowed them to keep the 


challenging natures of the ghosts without 


Tha initial story of twin sacrifices is chilling enough, but it soon becomes apparent that the ritual 
requires one sister to kill the other. Is it better to know in advance if you'll be à killer or a victim? 
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Although most of the visuals are more 
accomplished than those of the first 
= = game, the blankness of the twins faces 
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iae anng Seven t Or ter make them less engaging than Miku 
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Format PlayStation 2 Publisher Capcom eveloper In-house Price: Y5,800 (£35) Release Out Now (Japan), May (UK) 
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Buraiden's arenas аге purely 2D, but clever 
arrangement of rooftops and rocks helps 
to disguise the spatial limitations 





E ranchise spin-offs may often be regarded moves are imited to two buttons, Ең 


as the last refuge of the scoundrel, but combined with blocking and charging ot 
we mustn't forget that Nintendo onc: the shoulder buttons, you can coax out a 
plonked its plattorming hero in а go-kart and few simple combos 
created a phenomenon. More important are the elemental оу 
Ormmusha Buraiden was always unlike that appear randomly in treasure chests 


to be another Mario Kart, especially as along with ass Sate omedy weapons), 
Capcom's recent track record in the spin-off which can be sucked towards you with the 
stakes includes tha dreadful Hesident Evil X button and then used to unleash 


destructive spells, Collapsing corpses leave 
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time your SUCKING Corectly Won are 
survivor games, but extracting a standalone vulnerable to attacks while sucking, and 


beat ‘arm. up title from the Onimusha ore is at other characters can nab your orbs if you're story mode Is a piei, ten-bout joum 





| с = = ые] m mam uo bb ë m i a $ É ыруы jun bl * ac +o feo 
east a logical concept Sow on the uptake, inv Ou in à tug- hroughn the levers to reach tne ma 

Mite an a # Ley Hes hasna Wm rhe П pu og а. mL T Ё р F a a FF” ctro i -a а eo ani M A unc Ta's i 

б Den mtr WO C Lg AONE B і RCM i5 VEVE, 15 ето Sirata S KOVWOCAN ИТІ CH аа (АА 5 
— = gm mi epo ENT! $ ' = =н at ЕЕЕ ита وسم نم‎ Я t Inici Not ma eos 
TSS WES DeOBSSaIny CUPIS, B j 15 ds ИЛАК ty ee RM А у UD Leal SALLA Гу, ИЩ 
— an - = rdc uei "mme gua am pu pidum, m (Cas - mi кил га r a үт i ч T 2 lA TS H n* 
satsing 122 апо тигу aways suggested 3Creensnots magni suggest inree expectation is that you play though with ea 
ГЕ MENTI ыл а A ПАРЕА ue iulii я = "e "P 1 -— ug Py a an at de ч — ur ^ - 
there was some scope 5 extending the dimensions, but don't be fooled, you're of the onginal eight characters, unio 





fight dynamics, So here Capcom gives required to jump up and downstage to new weapons and environments while 
vou Onimusha as a kind of simplified engage with multiple enemies in 2D. If you're tweaking the abundance of statistics as you 
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fourplayer Soul Calibur. hoping for Power Stone in Sengoku-era go. This provides an element of variation to 
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Choose from two lissome female ninjas, 
a camp troll or, er, Megaman. Capcom's 
game doesn't take itself too seriously Samanosuke s all-round blokeness. Attack gameplay shortcomings erhaps theres more actual ‘story hen 


and nimble-but-vulnerable stereotypes tc gloss nicely over this, and most of the other Wil appreciate 
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Megaman out of time 


Megaman.EXE is the most interesting 
character to uniock in Buraigen, bringing 
with him as he does a distinct cartoon 
sensibility as well as his own retro-futuristic 
arena. Bizarrely, though, he's also the 
easiest character to find as you only have 
ta complete Story mode once with 
Samanosuke and then fight Megaman in 


inan in your average tiahting game absent human players with the game 25 
singleplayer mode, but with no concession to convincing Al, set the battle parameters 
English dialogue in the Japanese release, it's and prepare for the kind of balletic carnage 
impossible to tall, Anyone who genuinely that Tarantino will soon be ripping off for 
wants to relate the events of Buraiden to the volume two of “Kill Bill’ 

increasingly distant real-life’ feudal history on Given that the first thing you see in 


which the Cinimusha senes is apparently Buraiden is a big fat traller for Onimusha 3, 





based ~ and just how and where does Jubei you can t help thinking the whole game is Versus mode to get him. Other characters 
battenng lizard men with a giant pink mallet fit ttie more than, yes, a big fat trailer for to unlock include Megaman Zero 
n? - should probably wait until the game is Onimusha 3. Still, it's a lot of fun with four Gogandantess, Magoichi and Nobunaga 
released here (as Blade Warnors) in May. players, looks great and makes us 

Realistically, Buraiden's biggest appeal ever so slightly nostalgic for 1992. 
nes in the joyous anarchy of the multiplayer Sometimes, that's all you can ask for. 
modes. Team up two-on-two, three-on-one : -ie کے‎ аа = 


or every-samural-for-himsell, replace any coge rang ox out of ten 


Baldur’s Gate: Dark Alliance 


Format: Xbox (version tested) PlayStation2 — Publisher: Acclaim Developer: Blask Isle Price £40 — Release: Out now (UK) 





The workshop allows you to build magical 
weapons and artifacts to your particular 
specifications. Sadly, this can prove rather 
too expensive for casual experimentation... 


«Which can easily lead to cheating. The ability to import characters into the дате seems to 
exist purely to allow players to replicate powerful items and artificially boost experience points 


he luckiest Halo players were those who 
took the game home and sat dawn with û 
friend to co-operate their way through. It's а 
simple equation. Killing stuff is fun — killing stu 
with your friends is more fun. The original Dan 
Alliance revelled in forging your character into 
a monumental badass and doing so with you 
friends. Baldur's Gate: Dark Alliance 2 has 
changed the formula little. Good thing, surely’ 
Porting the Baldur's Gate franchise to the 
console market was a case of reducing a 
complex and sprawling quest to the sort of 
pick-up-and-play experience required by 
those lacking the 200 hours the PC versions 
demanded. What was once a pleasing 
console compromise now seems overly 
restrictive post-KOTOR. Despite hints at 
moral choices and a dusting of side-quests, й 
soon boils down to a straight slog, mashing 
the ‘A’ button as you wander through prettily 
rendered — if largely linear — dungeons. 
Worse, despite having been graphically 
massaged into something more pleasing, the 
level design of Dark Alliance 2 lacks its 
prequel's inspiration. Although there are some 
open-plan levels, most of your adventuring is 
done in a series of bizarrely laid out, yet very 
straight, lines. Managing simultaneously to 
become more linear and yet more unwieldy, 
the desire to see what lies in every nook and 
cranny can evaporate in a hail of backtracking 
and confusion. That said, this quest is on a fa 
greater scale than its predecessor, which is 
reflected in the variety of backdrops, the 
range of enemies, and in the levels your 
characters can attain. Extreme mode retums 
for those who complete their initial task, and 
by the conclusion of that second quest your 
avatar will have become a truly temifying 
opponent with statistics to make D&D purists 
grind their dice with disquieting menace. 
Despite the indisputable pleasures of 
beating up endless ranks of enemies with 
ever more extravagant weapons and spells, 
even with a friend by your side you will soon 
be longing tor some kind of influence over 
both story and character beyond ultra 
violence, bigger swords and spinning around 
really quickly. If it had married the feeling of 
involvement found in KOTOR with its own 
hack-and-slash gameplay, Dark Allance 2 
could have been truly special. It remains a 
jolly jaunt of epic scale for adventunng 
couples but lacks the spark of creativity 
to lift it above the rank of a confidently 
realised Gauntiet remake. 


Edge rating. Seven out of te 


|-Ninja 








Format. PS2 Publisher SCEE Developer: Argonaut Price: £40 — Release; February 13 


rgonaut’s latest platformer is certainly 
A: cunous brew. You get the impression 
that loads of ideas have been thrown into the 
pot but, unfortunately, none of the weaker 
ones have Seen rected. 

Hatchet & Clank, Jak & Daxter, Super 
Mano Sunshine and Ape Escape are 
рз Inspirations, but theres also a dash 

Super Monkey Ball and a smidgen of Tony 
Hawk's Pro Skater in here. With Ninja, one 
thing's for certain: you won't just be jumping 
ning chasms. But does 

ersity equal fun? 

E I-Ninja is at its 

rre E xd to something fresh ~ the small 
touc es like building up your character's 
momentum on half-pipes, punching a 
or slingshotting 
your way around convoluted, twisty-turny 
tracks. Less gratifying are the elements that 
fee! like simple rip-offs rather than knowing 
homages: the dull boat-shooting FPS game, 


across everwid 


best when 


echanised aoblin in the face 


tha flaccid boss battles and the unnecessary, 
tealth sections seem 
like they ve been included just because c 
some 2002 marketing graph. They 
undermine the more inspire 


and typically tedious, 


sections. 
Ultimately, no one cares if a game copies 
from another source if the design remains as 
vital and enjoyable as the original. Take the 
giant rolling eyeball section as an example. 
There's: no doubt it adds variety to the mix 
and is mildly entertaining in its own right, but 
its not a patch on the glorious inertial 
nkey Ball. And, 
like a lot of recent hotchpotch titles, Nina 
delivers a series of decent minigames, but 
not one of them elevates the spirit. 
Structurally, Ninja does show some 
iadination. Levels within a series of hub 
worlds must be unlocked, but this can only 
be achieved by collecting tokens that 
upgrade the hero's бей. A yellow belt grants 
access to yellow areas, a blue belt to blue 
areas, and so on. It's а 
concealing the aame's inherent linearity, and 
adds another layer to the protagonist's perk 
personality. Less welcome is the simple 
combat that, despite the game's attempt to 
implement some obligatory combos, never 
gets beyond pressing A in quick succession. 
Professionally produced and lovingly 
craited it may be, but а most Gamning 


criticism of /- Ninja is t 


handling dynamic of Super Monk 


a clever Waly’ of 


8: lose all your lives at 


the end of a level ar ia vou won't be B ex 


thrilled about having to do it all again. 
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Edge rating: oix out of ten 
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To complement the combos, /-Ninja has four Rage abilities which can be accessed by pressing the 
D-pad buttons. Howewver, like much of the combat, the effects feel shallow and inconsequential 


Previously in E125, E132 
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In one of the minigames you must destroy 
waves of boats before they reach the beach. 
It's repetitive, and not very challenging 
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Remote rockets 


One of the more novel dimants] in the 
game is the opportunity to remotely direct 
rockets around the levels to blast open 
barriers. Like many aspects of /-Ninja, 

it's not a wholly original idea but it is well 
incorporated into the fabric of the game. 
On a less positive note, the designers 
decided to punish players by chucking 
them out of a level after losing an arbitrary 
number of lives. Why? 


Format. GC (version tested) PS2 Publisher: Nameo 
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Graphics are functional rather than 


spectacular, and car models are acceptable. 


It's not just the road that is angular - most 
of the game environment feels that way 
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Once upon а track 


Racing Life attempts the uncomfortable 
marnage of racing and narrative, an 
an ambulance dryer ande into ihe ov 


of the racin 


Ё 


g driver she's just delivered to 
hospital. Key plot sequences utilise good 
ССІ, while secondary developments rely on 
static images. While it is unlikely to win 
awards, the story does at least add a little 
spice by delving into some of the political 


issues affecting the world of motorsport. 
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In-house Price: ¥6,800 (£35) Баел: Out now (Japan) ТВА (UK) 
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The handling's reliance on lift-off oversteer can be mastered but lacks finesse and feels dated when 
compared to the competition. Racing points collected during events unlock extras and more cars 
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Is an important release Tor Nintendo 


e odd F1 title aside, tormat-exclusive rea 
мопс facing games naven t fared paruücurart 
well on the company's home consoles and 
are arguably a contributing factor to the 


lightweight status many attribute to NOL's 
hardware. F-Zero GX may be excellent, but 
their minds it hardly matches powersliding a 
GIR in GT3 or thrashing an Enzo in PGA? 
Namco's latest may not have been signe 


© чара 
S uii 


as a Nintendo exclusive but with it 


ehicles, genuine performance specialists 
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logos, and a handful of real Circuits (апдын 
fictitious altematives), it joins the likes с 
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Erg quality realism-intfluenced racing‏ 


quality is the one thing 


Except, sadly 


н: Racine, E Evalution doesn t possess MUC c 


Initially things look promising, the main mode 
managing the (admittediy easy! task of 
overtaking TOC À Бан “Єз Гут y {си | 


ntegrating 
plot into racing (see ‘Once upon a track’) an 
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team orders i ung into eect (rhe pi radio 


crackles incessantly) and the ability to force 
opponents into mistakes, not that you | 
necessarily need to, given the manner in 
which they jerk out of your way as soon as 
you attempt an overtaking manoeuvre. 
That's the game's first weakness — it's 


— ms cum ص‎ La 1 * dc mun - 
simply too easy. Even with the driving ands 
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Then there's the handling. There's little 
feeling of contact with the track and the Dac 
end whips out in the most awkward manner 


seen in a racing game for a long while. It's 
also worth pointing out that the collision 
dynamics display a set of physical propertie 
FA - ص‎ 
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volvement is INaxcusable 


Pac-Man Vs 


Femet GC/GBA Publisher Nintendo Developer Namco Price Free with certain Namco releases — Felense: Out now (Japan) ТВС (UK) Previously in E125 


WwW: ) can y assume that the bottom s 
droopad out of the ball-cock business 
Mario has resorted to some odd day jobs in 


his time, but commentating on Pac-Man Vs 


ктш lun. murum et hio eb dee cine em leur 
ust ое ог of nis gduier gas. Fac ‚Ма 
Ке im 
siaa- Owaa- he uweke over and over 
Саар АЛИ LAA i ҮА ДС Чыл CH nd LT 
as years of Namco and Nintendo traditio 


collidGe in a happy {апае c of nostak HER 

innovation and vicious competition 
Pac-Man Vs n the dawning of 

what could be a brief new age. It's the fi 


pam e that abs utery | гесшгеѕ a INKEG-UD 


^^“ in ў 2 3 "Wt p 7, 
combination of GameCube and Game В 
Advance, and it more than justifies the 


expense and the hassie of the set-up. Of the 
two to four players, one must play on a GBA 
as Pac-Man, the others as ghosts on the split 
main screen, Pac-Man gets a traditional 
wewpotnt on his personal screen, abie t 


слап the progress of all the gnosts as пе 


x — S m jm jg in ml me. Тым — ЕЕ и = 
Dil-bops his way to victory. The ghosts have 
amucn more полу zoomed view, 808 1 
see only a fraction of the maze at a time. The 


odds are squared by the ‘Tron li ghtDike-style 


un 


trail that Pac-Man leaves, allowing the ghosts 
to catch a glimpse of his progress as he 
passes by. Other than that, the rules are as 


they ever ware 
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patterns to be learned here. Instead, th 


possibilities for co-ordination and three-way 
pincer Manoeuvres mean whoever is In 
oed of tha GBA will have a hard battle to 
complete the level before he's caught. The 
relative speeds of Pac and his pursuers are 


perfectly calibrated and, once on his trail, tha 
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Whoever wins — Pac by finishing the dots 
a ghost by catching him — gets to take over 


the GBA, which means that by the end of a 





session a nick pat or coles will testi to the If a ghost player eats tho fruit that periodically 


appears, their viewpoint zooms out, giving 
them a better view of the level and a brief 
but nevertheless substantial advantage 





fierce and delighted rivalry the game 
provokes. Grudge matches are fuelled I 
ponts system that has victors stealing ponts 
from the losers. The first to an agreed 
maximum takes the crown 

Given away free with Namco's currant 
Japanese and LIS releases, Pac-Man Vs 
could hardly have barer bones, No options 
manu, no game modes and no hi-score 
tapes are included here, and as a 


£t aun n ere L- ГЕ Г | а ТГ? ` 
consequence there's nothing to dilute th There are always three ghosts, however many 


strength of the onginal idea or the players are taking part. Computer-controlled 
subtle excellence of its execution spooks remain grey and neutral until touched 


by a player ghost, which turns them into an 
ally. In terms of levels, the original coin-op в 
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coge гапа Deven t'en appears, and it's joined by five new creations 
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Format: GameCube Publisher Nintendo Developer NST Price £40 — Release: Out now 
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Spin + FLIP 


CAA + GRIND 





No question about it, the off-balance meter 
is silly. Land badly and you'll need to quickly 
rotate the analogue stick to keep momentum 
up. It spoils the experience by turning a 
crash into an inappropriate minigame TIME 
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Speed is conveyed superbly, and it's important 
to cushion landings from high drops by holding 
in the 'L' shoulder trigger. Gate Challenge (right) 
is the game's strongest and most enduring mode 


Bonus boards 


Completing challenges means new and 
better boards become available to your 
chosen character, These include the 
superfast Rocket board and the Mr Beaks 
board (a penguin with a squeak). With each 
of the characters you can also unlock an 
alter-ego boarder, so there's some incentive 
to play the game through several times. 
Frosty Winterball is Edge's favourite, if only 
because he's the fattest snowboarder ever, 


04 CLAE + 


Previausly in E119; E125 

his is the third snowboarding game to be 
T released in as many months — and it's 
possibly the best. On the one hand there's th 
hyperactive SSX3, boasting thousands of 
accessories and multiple game modes; and 
on the other there's the chilled-out excellence 
of Amped 2, with its emphasis firmly on 
exploration and trick scoring. 7 080* 
Avalanche is different again. 

At first, you'll be cursing that it doesn't 
offer the same analogue sensitivity or as 
riveting a Match Race as the N64 original. 
The main mode (which can be completed in 
little more than two hours) is underwhelming. 
Just when you're beginning to get the hang « 
Avalanche's control method, and outrun the 
brilliantly orchestrated snow-slides, the credit 
rol and you're left with only the game's three 
ather singleplayer modes: Gate Challenge, 
Trick Attack and Time Trial. 

But it's here that Avalanche begins to 
surprise, and to show its true depth. Gate 
Challenge is particularty good, and slaloming 
between gates is both a thrilling expenence 
and a glorious example of an expertly 
implemented risk/reward mechanic. Time Tri: 
is equally absorbing, encouraging players to 
explore by collecting the five coins secreted 
around the well-designed courses in the 
quickest time possible. Trick Attack is weake 
but once you come to terms with the combo 
timing system it offers the delights of pulling 
off a septupiet backflip and a frontside 2,160 

Speed is communicated exceptionally 
well, with a combination of a high framerate, 
novel screen juddering effect and alorious 
SFA: Indeed, Avalanche imparts the varying 
depths of snow, anything from sheet ice to 
knee-deep drifts, much better than its neares 
rivals. Crouching for speed, leaping precipice 
and then absorbing the shack upon landing 
(with a press of the ‘L trigger) is a majestic 
sensation only bettered by the original. 

While Avalanche's learning curve is 
beautifully judged, the game is not without 
its flaws. Hitting obstacles can cause your 
boarder to stop dead, which not only looks 
silly but can sometimes leave him struggling 
to get going again. There's also grinding and 
off-balance meters that are at odds with the 
finely nuanced control elsewhera. 

Despite these minor imperfections, 
Avalanche delivers one of the year's most 
addictive arcade-style experiences and 
confidently overcomes early criticisms. 

It doesn't deserve to be overlooked. 


Edge rating: Eight out of te 
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Format: PlayStation? Publisher: SCE] Oevelanar Polyphony Digital inc ЁРпсе: Y2,500 (£13) Release: Out now (Japan) TBC (UK) Prevously i E131 











СЕГЕ original marketing plans may have 
Bo on the full GT4 being finished in 
ime for Christmas 2003, as announced at 
last year's ES; presumably this is plan B, a 
pre-release ‘taster’, its presence justified with 
some spin about the complexity of the ful 
game requiring an introductory demo so as to 
allow players’ brains to acapt to the game's 
otherwise unreasonable demands on hang- 

ye coordination, and bolstered by the neatly 
timed emergence of a special-edition GT4 
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Prologue Р52 pack into Akihabaras stores. 

A shame, then, that for the most part the 
experience proves so underwhelming. It's not 
the handlings fault = the physics model has 
been tweaked and generally feels 
substantially closer to the real-world vehicle 
behaviour Polyphony has been attempting to 
emulate for the past six years. On the track, 
and particularly during rally sections, the 
pendulum effect is noticeable as the rear end 
feels far more lively than in previous iterations 
while turn-in ability is also more realistic and 
therefore less immediate — most apparent 
when using Logitech's Driving Force Pro | zn [Лу 
wheel (featuring a 900-deoree turning circle) cA | : ж | Ё M = CES = —X— . "n AM T ҮШ 
designed speci ifically ' for the game. This | л ч | pim) Ш 
increase in authenticity makes this the 
hardest GT title to drive yet, but also the 
most rewarding when mastered 

Less genuine is the behaviour of the Al 
opposition available here. Admittedly, these 
копу encountered during some rounds of 
the tutorial dole [see ‘Structural weakness’). 
Their purpose is to offer a moving chicane to 
be negotiated, and as such they may not be 
representative of the on-track performance in 
the final game. а Heg rarely come across 
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an 
Graphically, Prologue pushes the PS2 
architecture to its limit and, as occasionally 
evident from scenery pop-up, beyond it 


such brainiess examples of CPLI-controlled 
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Having read all that and looked at the ШТ ҮН m 
JH Hy eut] 
score below, you'll no doubt feel ЕН] a n MM 
4l E. 


disheartened, particularly when considering 
Edge = consistently high regard for 
Polyphony's driving series. And you have 


reason to be. While we expect the ‘real’ GT« 
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to continue the evolution seen in its 
precdecess ors, tha reality is that even the 


most devoted GT aficionado will fail to get 


Structural weakness 


Prologue is split inta two sections. Arcade 
mode allows drives around a curtailed 
selection of tracks (including a Grand 
Canyon rally stage, New York and Morth 
African street courses and two Japanese 
race circuits). Your time here is spent on 


much enjoyment from Prologue. It's a dry, 
uninvolving drive that dellberately fails to 
nclude the core of the franchise's 
fundamental components and, ultimately, an 
unnecessary SCE! marketing coup that could 
end up doing little to attract GT virgins 

while leaving veterans feeling deflated, 
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ЧИТ ЕШ [ЙЧ your own against the clock, which further 
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contributes to the game's sterile feel. 
School mode offers more variety but its 





E- TR = | Those hoping the game would finally feature visual damage will be bitterly disappointed. While cars insistence on forcing the player back to 
coge гапо Hve out of ten remain intact, severe impacts are now punished by a ten-second stint limited to a crippling 50kph basics can prove unbearably tedious. 
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Every gun has a scope, and a firstperson 
aim to bring it up. It's a pleasingly accurate 
method of dispatch, but exposes you to fire 





Duck shoot 


The Blindfire technique involves shooting 
above crates and around comers without 
actually exposing yourself, It's a clever 


luxury, allowing you to exchange large 
amounts of ammo and accuracy for safety, 
but it's one you'll rarely call on. It always 
feels easier, and only slightly more risky, to 
just pop up from your hiding place for a half 
a second and empty a clip directly at 
anyone in clear enough view, 
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ornat. PlayStation? — Pubisner Namco Developer In-house Price: E40 — Heiess 
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The protagonist is ‘controlled’ remotely, much like a game character. Cue self-referencing that feels as 
if it should be accompanied with a winking smiley: “You want me to stay and work on my high score?" 


үү th so many games nowadays weann 
ambition like a crown Of thofhs, a 


single-minded focus on just one core idea к 
as good as a change. And so it is with 
kill. switch: you take cover behind some crat 
or a corner, enemies scuttie in from the 
distance taking up their own defensive 
positions, and a stuttered firefight ensues 
And repeat. It's real- Tire Crisis 

Things are initially good. Bullets are 
pinpoint, and aiming is smooth and accurati 
ie Віпоћге option (see ‘Duck shoot’) is ne 
as is the Halo-esque health system that 
forces you to seek cover the moment you 
come under attack. Just as the levels in 


Manhunt are hon eycom bso f light and 
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shadow, kill. switch's stages are Lego stacks 
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warehouse filed with uneven r rates 


enemies pour in, and you pop up when the 
opportunity arises to take each one out with 
considered burst of gunfire, then move on ft 
the next crate-filled warehouse. And that's 
il.switch's biggest problem. It seems churl 
o be criticising a game's repetition when thi 
eview opened with praise 
feos but it can't be helped You know how 


| for single-mindac 


Halo is supposedly the same 30 seconds of 
gameplay repeated over and 
kill.switch is the same two s 


over’? Well, 
conds repeater 
ad infinitum. It doesn't get any more frantic i 
the бате progresses, it's just easier to die 
Your fragility, 


restart points, can bite during the later levels 


coupled with the absenc 


where it's all too easy to be bindsded by a 


САЛІ na/lucky enemy grunt, OF pulped Dy ar 


nannounced grenade. Siationar, guns imn 


rem are a millisecond massacre, the 
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equivalent of Confact Desert Stom 5 tanks, 
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that there's very little damage and destructit 


MWh 


dealt out to the objects in the levels ien 


the coast has cleared, it's stil a commendal 
brazen and unfussy shooter, featuring one 
continuous dialogue of throwaway 


gunfire anc n othing ele 
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Format: Game Boy Advance Publisher: Sega Developer: Treasure Price: ¥4,980 (225) Release: Out now (Japan) TBA (UK) Previously in E128 
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A: a developer, Treasure's greatest skill is its 


ability to think big. And small. And tiny, And №... Ды Барар гт e LU, 5 SED 
ENORMOUS. Astro Boy's inventive heritage, and ey =: LU A XE PU | 4i 


d irr 


the GBAs 2D capabilities, provide the perfect 
foundation for a masterclass in imaginative flair 
and precision-engineered game mechanics. 

The control scheme is tight but flexible, with 
instinctive access to boosts, lasers and your trusty 
backside-mounted machine gun. Treasure then 
toys with scale, gravity and i aec as side- 
scrolling sequences of enemies attack — some 
shrunk to microscopic size, some inflated into 
pixelly nightmares. The boss roster is inevitably 
vast, but most are defeated by quick thumbs and 
adaptable skills rather than repetitive rote-learning. 

Instead of forrning two faces of the same game, ч кж 
the gulf between Easy and Hard modes enforces Шы, | ` de ae 
radically different gameplay. Easy, with its generous A | =a aa = 
special attacks, familiarises you with levels and 






Stages end with the chance to uparade 
one aspect of your powers, and your 
playing style will become increasingly 
specialised as you choose to rely more 
heavily on long-range lasers, high-speed 
jet boosts, or one-on-one fisticuffs 


bosses. Hard puts what you've learned to the test, 
and high scores, time attacks and unlockables fuel 
your long-term quest for perfection. The GBA 

is beginning to feel all grown up. 
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Format Xbox Publisher: Sega Developer: Wow Entertainment Pree £30  Relesse Out now 









he title gives it away: this is Sega GT 2002 with 
qe compatibility. In terms of handling it's 
therefore as accomplished and enjoyable as its 
offline precursor (see E116) and so this review 
invariably focuses on the online aspects. Up to 12 
players can race, although the number of tracks is 
dependent on the number of participants (a 
tenplayer round Edge took part in offered a choice 
of only three circuits). Interestingly, you can also 
trade or, if you're feeling confident, bet your cars 
: ud and tuning components with fellow competitors. 
| ШИШ, 7 TNT On Live, the experience is similar to that of the 
di E offline mode, although the juddering noticeable 
when close to other vehicles is annoying, if not 
783 8"55: bees ье T e Eu qu ? significant enough to ruin the proceedings. Of more 
! i BR concern are the collision dynamics, which can feel 
unfair (and frustrating) due to the more aggressive 
nature of playing against human opponents. 
Ultimately, owners of Sega GT 2002 should ask 
themselves whether a handful of new elements and 
the online component are worth the investment 
(even at the reduced price). Everyone else 
can safely add a point to the score. 
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It's Sega GT 2002 upgraded with Live 
modes. The game plays in an identical 
fashion to the earlier title, but with real 
people instead of Als to race against 





Edge rating: Six out of ten 
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Format: PS2, GC, Xbox (version tested) Publisher Kemco Developer Bits Studios Pree E40 Aninase 








it's not that Hogue Ops has stolen from 
Splinter Cell, Metal Gear Solid and Thief 
that grates, it's that those strong ideas 
have been diluted and abused. Usually, 
discovery by guards means game over: a 
screen you ll have to endure many times 
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Format; PlayStation2 Publisher: THO — Deveiooer: KOE! Price E25 Aeteese January 23 


Т he giddy glory of being a one-man army – that 
warrior worth a thousand ~ is still as attractive 


and consuming as it's ever been, and will see Кое 


i good Stead as п turns пБ attentions to anotner 


T ын Das 
Seer а. Ё a n = v Fecr xm, i ab s "A ! eH gp 
- JT ын E SHIT BEAY WIN ИБ i R LE ZE 


Dynasty Wamors senes is admittedly a neat full 
stop, an exhausting book-end for the enthusiasts, 
but it offers exactly the same baby step forwards 
as avery other sequel-cum-update 

ts still the biggest beat ‘em up bustle ever 


realised, and the fact the formula remains eniovable 


lespite this many updates Is as much a testament 
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conservatism of it all. When a franchise is this MI 





established and cemented, and the fans so 
comfortably wired in, the best review is just a list of 
new features: you can rear a character in ГАИА Хх 
and then import them to DW4 
new weapons and — new extremes of difficulby 


as well as import 


из not so much a primer for Koes next senes 


^ "oy Кыл, ls, [= i = - 
5, a cry for it. No more, then, than 


ust another ittie Dit of history repeating. 


ссе rana: Five out ot ten 
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et's deal with the positives first: Hogue Ops 
L ) "cra 
contains some neat gadgets. The fly-cam, 


ріпа hook and retina scanner, among others 


dps give the дате pretensions of innovatic 
Problem is, they're bull into an over-arching desic 


which is unsympathetic and rigid beyond beel 
Indeed, Rogue Ops is an object lesson in how 
not to do stealth. Everything in the game — securit 
guard patrols, event triggers, enemy Al — works lik 
clockwork, so any mistake means you have to go 
through the sama laborious procedure again 


reach his mark before yor 


geni uper Eque = 
Waiting for an enemy t 


Worse: Kemco seems to e “pect a Clairvoyant 
level of perception from the player at several point 
[Ш an in the story Many of the puzzles are illogical, poor 

А. signposted ог just daft. Objects that сап be 
nteracted with are circled with an icon, but this 


эу appears it you are looking at exactly the попі 
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There's a trio of new modes: Legend 
features a specific set-piece level for 
each of the 42 characters; Xtreme 
randomly generates short stages; and 
Arena profers up some bland endurance 
challenges. The core of the crowd-contr 
combat remains as unmoved as ever 


Arc: Twilight of the Spirits 


Format: PlayStation? Publisher SCEE — Developer: Cattle Call Price: £40 Release: January 30 


reviously a Japanese Arc the Lad title, Twilight 
P. the Spirits is still resolutely adolescent in 
both tone and execution. Possibly the most 
interesting thing about the game is the way it 
divides its narrative episodically between the 
perspectives of its two half-brother protagonists. 
Apart from that twist, it just slavishly imitates the 

ost average traits of the most average RPG. This 

is by-the-numbers design at its most uninspired 
and, while it passes the time, it never really elevates 
the emotions in the way that great titles do. 

ne whole thing is further undermined by a 
couple of design flaws. Combat is rudimentary and 
boring, the encounters descend into monotonous 
contests in which blows are traded back and forth 
withiout any real tactical consideration or interesting 
game mechanics or systems to enliven them. The 
Muzak accompaniment, meanwhile, is never less 
than terrifying in its tedious blandness, and save 
points are positioned with litte thought as to how 
they might regulate the progress of the game, or 
minimise frustration for that matter. In fact, its 2 == 
во bland it's almost offensive. س‎ 





lana 


Format: Game Boy Advance — Publisher: Square-Enix Developer Square-Enix/Brownle Brown Price: £30 Release: Out now 








All the ingenuity of the past games’ 
bosses has been replaced with m ME ыт КҮС. SAS ; Ж ү 
appallingly simple Al routines. By far the ЕТ j БЕП ДИЛДҮҮ, C en dA ТИТИ Ig TT 
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levelling-up and equipment sections 
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It's a shame to see such a mediocre title 
as Arc localised for a western audience 
when there's such an untapped wealth of 
Japanese RPGs begging to be converted. 
But the translation here can't be faulted, 
and must have taken considerable effort 


Previoush in E125 


ma yer since the seminal SNES Secret of Mana, 
E Seiken Densetsu fans have had it hard. The 
stunning third game eluded the west, while the 
fourth aame, Legend of Mana on PlayStation, 
confused and disorientated fans. 

This GBA update bases itself on the very first 
Game Boy iteration, known in the west as Final 
Fantasy Adventure, rather than the second game 
so beloved of many, but this is hardly a point for 
negative criticism. Unfortunately, other elements 
affer themselves up for that contempt. At first 
glance this is a beautiful game, but closer 
inspection reveals limp animation and other issues. 
Likewise, the computer companion's execrable А! 
hinders rather than helps the quest. 

The &bit-simple story is endearing, and the 
complexities of battle and levelling up are deep 
and exciting. It's a good 20 hours of GBA play, but 
we were hoping for a passionate demonstration of 
Square's rekindling love for the RPG craft. Instead, 
Sword of Mana hangs aroünd its competitors in 
relative mediocrity instead of blazing the trail 
the SNES title did all those years aga. 





Trackmania 


Format: PG Publisher: Digital Jesters Developer Nadeo Price £30 Release: Out now 
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The editing tools provided aren't pretty, 
but they're intuitive enough. Tracks can 
be placed in three dimensions, and every 
course needs to be validated, by playing 
it, before being saved for distribution 


Face ere comes the backlash. As the differences 
-— | between racing games become indis#nct, it 
takes a brave and special game to change the 

А ШЇЇ ШИ, m үн чт formula. Irackmarya is nearly that game. 


i iE ШШ а 


The concept is close to genius. Take the 
structure of Stunt Car Racer, build a track, race it, 
then put it on the web. Without an internet 
connection, Trackmania would seem average. 
Three environments are included, each with their 
own challenges, and you can race against the сіосі 
or slot track segments into almost-complete puzzle 
paths and try to reach the finish, but there are not 
enough tracks. This is forgivable, because... 

completing each challenge Is rewarded with 
cash, New obstacles and tarmac can be bought 
from the shop to construct your own courses. A 
full, nefarious, loop-the-loop-enabled delight is 
about 25Kb, perfect for transferring through email, 
instant messaging. or storing in a web archive. 
Right now, the online exchange that Trackmania 
needs doesn't exist, but the community is growing 

уу word of mouth. This is clever gaming, and 
in six months time it could be enormous. 





Edge rating: seven out of ter 


F-Zero Falcon Densetsu 


Format: Game Boy Advance Publisher: Nintendo. Developer: In-house Price: Y5,800 (£30) Release! Out now (Japan) 


ылыы with Gran Turismo 4 Prologue are 
С е completely erroneous, as F-Zero Falcon 
feels like a starter before the main course. There is 
a singleplayer campaign here, but it's over far too 
quickly = mainly because the difficulty curve has 
been severely misjudged. Indeed, you won't even 
break a sweat before you get to the Silver Cup in 
the Expert class, and F-Zero stalwarts will feel 
patronised by the ease at which this short-lived 
Tournament made can be completed 

The Zero Test = Story modes are much 
better, but as they consist of mini-challenges they 

t unsatistyina. They're a bit like taking the senes 
се tests in Prologue = something you either 
ee or hate — and certainly not cutting-edge 
entertainment. On a pope note, F-Zero Falcon 
makes use of the GBA SP's clam design and 
controls superbly, and once the benefits of boosting 
and air-braking (using the shoulder buttons) are 
mastered you'll feel completely at one with your 
machine, However, once the short main mode is 
finished, all you're left with is the prospect of 
racing yourself for ever-quicker lap times. 


ge rating: Five out of ten 
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In truth, the plot of Falcon's Story mode 
was lost on Edge, but it's fair to say that 
the mini-challenges lack excitement. In 
the singleplayer tournament there are 29 
other racers on the track, but you'll only 
feel challenged by five or six of them 
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Format: Xbox Publisher: Microsoft. Developer: Microsoft Game Studios Price: 6,800 (£36) Release: Qut now (Japan) ТВС (UK) TO in E126, E127 


learly, it's easier to say something is an Ofogi 
E than it is to actually make one, While the 
historical pageantry, supernatural splendour and 
mannered carnage are all evident in Magatama, 
their impact is dulled by repetition and frustration 

Combat is simply a matter of clobberina the 'B 
button, and the increasingly acrobatic combos that 
are automatically unleashed are litte compensation 
tor your bored brain and strained tendons, Once 
you've softened an enemy up enough, it becomes 
possible to target them with your spectral sidekick. 
This can be enormously satisfying, and theres an 
incongruous ten-pin delight as he smashes through 
a huddle of lesser enemies on the way to his target. 

Nevertheless, it soon becomes apparent that 
your lumbering opponents are less bother to avoid In T i К 
{һап to bash, and it becomes an exercise in pum 3 Б еди u | “ , 





spnnting in circles as you ignore the re-spawning 
drones and figure out which enemies will unlock the 
next area. At the end of each section a boss awaits 
whose job it is to reveal the full extent of the 
cameras deficiencies and the combats 

tedium. It's a job it does too well. 


Once your sidekick is fully gorged on 
enemy energy - which, thanks to the 
respawning, is often - you can trigger a 
blazing special attack that, for a brief 

moment, takes the game close to glory 






Edge rating: Four out of ten 


Donkey Konga 


Format; GameCube Publisher: Nintendo Developer In-house Price: 6,800 (E38) Һеівазе: Out now (Japan) Previously in E130 


hile rumours of rythm-action's death appear 

to have been greatly overstated, it is cunous 
Nintendo has taken this long to enter a field which 
suits its demographic down to the ground. There is 
nothing complex about Donkey Konga, just the 
careful application of structured fun to that most 
comical of musical devices: bongos. Dozens of 
pieces of music (including J-pop, samba and 
themes from Nintendo games past and present) 
come with a bongo pattern the player must match. 

Different-coloured beats signal a strike to the 

left or right side of the bongos, both at once, or a 
clap of the hands. The latter provides Donkey 
Konga's most charming moments, since the 
thought process required to lift both hands and 
clap often proves bewildering. That confusion 
causes panic, panic causes hysteria, and hysteria is 
exactly what players want from party games. It's far 
too easy for veterans in singleplayer, but with four 
sets of the ludicrous peripheral — an unlikely 
scenario, admittedly — and'each player tapping out 
their own interlinking rhythm the game 
becomes a uniquely entertaining experience. 


There are three levels of difficulty in 
Donkey Konga, but only the hardest will 
provide any challenge to experienced 
rhythm-action players. A minigame sees 
Kong collecting fruit on vines, controlled 
by judicious and repetitious drumming 





Edge rating: Six out of ten 
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Stil one of the killers of the genre, time 
hasn't softened Viewpoint's edges in 
the sfightest. A standard bearer for the 
platform, the price of the AES cart 
version has peaked around £400, 
Mega Drive, this is one of the most 
cruel shooters available, but all the 
more singular and intense for it. М you 
struggled with Mars Matrix or Hellfire, 
you might as well not bother. 


Viewpoint 


retrotest 


Edge takes a fresh look at a seminal game classic from yesteryear 








inancial equality in life has never been 
F: reality. For videogames, the same is 
often true, particularly with some of the 
fringe systems — Marty, Engine, etc. 
Those affluent enough to own, and more 
importantly feed, a Neo-Geo AES will 
know of its relationship with luxurious 
shooting software, as both ASO! and 
this year's astounding horizontal blaster, 
Last Resort, effortlessly prove. 

Joining the fray is Viewpoint, 
Sammy's practical rebirth of Sega's 
isometric shooter Zaxxon. Set at an 
identical angle, the player takes 
command of a typical craft on a typical 
one-against-the-odds mission. But that 
is where the similarities end. 

The visuals alone are worth the £250 
price tag. Rendered in 3D but redrawn on 
the AES’ 2D hardware they work 
magnificently, and everything has а 
wouldn't look out of place on a top-end 


within ten seconds of play, as Viewpomt 
is merciless. Where other hardcore 
examples of the genre may spend one or 
level, Sammy's game is violent and nasty 
of fire on the player. The slow pace often 
seems hectic simply by virtue of the 
game's punishing nature. 
require demolition or activation in order 
to carry on, adding a wonderful tactical 
element to the proceedings. Add to this 
smart bombs and a chargeable laser (as 
in R- Type) and, while things may seem 
bleak, there is always a way through. 
Enemies follow strict patterns, so 
memorising these levies an advantage. 
that final, fifth boss is always possible. 
Irrespective of its impenetrability, 
Viewpoint is a hugely enjoyable game 
with striking graphics, oodles of strategic 
latitude and a soundtrack of the funkiest 
kind. It's the perfect way for shooter 
experts to display their skills. but make 
no mistake, Sammy's game is a brutal 
affair, crushing all in its path. Those who 
can't last past level two should 
consider themselves POWs. E 


Edge rating: Eight out of ten 
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Fortunately, hitting objects doesn't have any ill effects unless the ship is trapped or forced from the 
screen, which results in a lost life. The bosses are predictably huge, and require extended battering 
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Alien Vs Predator 


Today, the Kingsley brothers are as interested in making 
movies as videogames. Ten years ago, they were 
content with making games based on movies 


mong Oxford University’s 
/ Y many contributions to British 

cultural life, perhaps the least 
recognised are its offerings to 
videogame development. Although 
Cambridge might have given the 
world Elite (and, indeed, Steven 
Poole), it's a little-known fact that 
various Oxford graduates have made 
their own valuable contributions to 
the world of gaming. Graduates such 
as Free Radical's David Doak, for 
during his time at Rare as 
GoldenEye's Doctor Doak; or Chris 


Origin: UK Sen 
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ЧТЕВАСТГОЕ КЕЛЕК SAMBA] ee Ж 


Unlike earlier videogames based on the ‘Alien’ and ‘Predator 
licences, AVP dispensed with the side-scrolling conventions 









comic '2000AD' a couple of years 
ago the Kingsleys, still based in 
Oxford, currently employ some 60 
encompass videogames, comic 

It all started in rather more 
Rebellion was set up in order to 
create a launch title for the Atari 
Jaguar. Alien Vs Predator never quite 
made that launch slot, but the fact 
that 84 per cent of Jaguar owners 
bought the game would appear to 
suggest that it was worth the wait. 

While Chris had been focusing 
on completing a DPhil in chemistry 
managed to find the time to build up 
the sort of varied CV that you'd 
expect from an institution that 
regularly turns out captains of 

After completing his degree in 
Zoology. Jason had managed to 
write а few children's books, do 
some fashion photography in 
London and work as a camera 
He'd also been involved in making 
several videogames, such as Blade 
Warnror for Mirrorsoft's Imageworks 
label, isometric adventure Murder for 


Even now, ten years after release, the Kingsleys still receive unsolicited emails and letters from AVP fans 
saying how great the game was. Atari's test department lent a hand to balance the difficulty level of the game 
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US Gold, shooter Better Dead than 
It was with this experience that 
the brothers decided to pitch 
themselves to Atari, putting together 
a demo of their 3D work with a tiny 
team of other freelancers. “Chris and 
| were working from our student 
basement,” points out Jason 
Kingsley. “The only natural light had 
to travel down a coal hole before it 
could be seen — ideal conditions to 
see the screen, though, and almost 
an AVP environment in itself! When 
we got the deal we had to set up the 
company and get going pretty fast.” 
For such a relatively small and 
inexperienced team, the task that 
they'd set themselves was a 
built this sort of titie before. There 
were no control standards, no 
assumed knowledge, the Jaguar was 


“It's worth noting that, at the time, this was 
groundbreaking design, enhanced by a powerful survive 
horror sensibility that still felt fresh in much later titles” 


an unknown quantity, the team size 
was only six people, our staff were 
inexperienced and we were 
inexperienced.” And yet, within a few 
months, it was clear that AVP was 
going to be something special. "I 
remember seeing the 3D 
environment on screen for the very 
first time and thinking: ‘This is going 
to be a good game.' It became clear 
that we had a killer application on 
our hands, and in consultation with 
Atari we decided to extend the 
development cycle." 

Initially, however, Atari didn't 
even want a 3D title. Capcom's 
coin-op version of Alien Vs Predator 
(which inspired a 2D 16bit rendition) 
gave players a chance to play as a 
marine or Predator against the Aliens 
in a fairly straightforward scrolling 
beat 'em up. It was this sort of title 
that was initially pencilled in: "They 
wanted a scrolling fighter like Double 
Dragon," explains Kingsley. "But 





of the most popular games on Jaguar 


after some time we managed to 
convince them we could do a fully 
texture-mapped, 16bit, 
photographic-quality firstperson 
shooter in 2.5D, sort of raytraced, 
but with the walls staying vertical." 
It was a brave design decision. 
At the time, the firstperson shooter 
had yet to establish itself. Id's 
Wolfenstein 3D had been available t 
those with high-end PCs, but Doom 
had yet to appear and the 
subsequent blossoming of the genn 
was just a distant dream. An equally 


brave decision was to give players 
the opportunity to play the bad guy, 
since they could choose to take on 
the role of marine, Predator or Alien 
Consequently, AVP contained a 
significant degree of variety and a 
surprising narrative complexity, Set 
on a colonial marine training base 
infested with Aliens, there were thre 
goals: as a marine, to destroy the 
base and escape before it blows; as 
an Alien, to rescue the queen; and, 
as a Predator, to acquire honour by 
killing the Alien queen. 

While the marine missions wouk 
be readily identifiable to anyone 
familiar with today's narrative-basec 
FPS tities, it's worth noting that, at 
design, enhanced by a powerful 
survival horror sensibility that still fel 
fresh when it came to characterise 
much later titles such as Alien: 
Resurrection. It's an even more 
sizeable achievement when you 








consider that it was just one of three 
types of gameplay on offer. Deft 
other sections, such as the ability to 
cocoon enemies while an Alien, and 
fo take over these new Aliens should 
you die — a neat way of emphasising 
their hive consciousness. 

Predators, meanwhile, acquired 
better weapons according to how 
‘honourable’ their kills were. And all 
the while, an unremittingly tense 
atmosphere was maintained by the 
lack of a musical score. 

Underlying this sophisticated 
design were some remarkably old- 
fashioned processes rubbing 
shoulders with totally radical ones. 
"We designed the levels initially using 
grid-based graph paper and 
“However, we used a totally 
revolutionary technique to create the 





35mm prints and cutting them out in 
Deluxe Paint to create the six- or 
eight-frame animations of the sprites. 
For the marines we contacted a 
bloke who had bought one of the 
photographed him in a range of 
poses. Wall panels were built on 
9cm-by-9cm bits of cardboard, we 
photographed them and scanned 
them into the game. There was a lot 
of hands-on building of real wall 
textures in those days, real 'Blue 
Peter' development and none of your 
fancy graphics packages! It gave the 
game a photorealistic look that still 
works today. I've still got some of 





The result was a game that's still 
remembered fondly today. Indeed, 
Rebellion no input during 
development, according to Kingsley, 
any of their licences. “When we look 
back at the game, we are still 
amazed at the level of technical and 
gameplay innovation that we 
managed to achieve,” he continues. 
“Up to that point, | don't think | can 
recall a game that had much texture- 
mapping, let alone making the whole 
thing fully texture-mapped. Also, we 
are really proud of the photorealistic 
look = it took others several years to 
get anything close. There were lots of 
other great things too, but for me the 
icing on the cake was the Predator's 
ever made a game like this before, 
even on PC, so the whole thing was 
from or compare ourselves to.” 
of the Jaguar. It was undoubtedly the 
console's killer app, selling to a vast 
majority of the user base, but it was 
deprived of the broader audience of 
a console like the PlayStation. “1 
wonder what we would be doing 
now if the game had been the killer 
app on the PSone,” agrees Kingsley. 
“But it was Rebellion’s first born, and 
we have no regrets. The Jaguar was 
а great machine to write for, and 
Atari was, of course, one of the 
creators of the videogame business, 
so it was a great honour to be 
involved with them.” 

Indeed, it was undeniably Alien 
Vs Predator that set Rebellion on 





"We got quite a lot of input from Atari, mostly: ‘You guys can program for Jaguar, we've 
got a new team starting and we need you to tell them how it works," recalls Kingsley 
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“Опе programmer сате and went quite quickly, as he just couldn't do the maths,” remembers Kingsley. “The 
game is fondly remembered enough for him to still be claiming to have been ‘lead’ on the project, though!" 


course for its eventual cross-media 
mini-empire: “It was our starting 
point and gave us the confidence to 
go on from there. We learned a lot 
creep, and subsequently learned that 
we still had a load more learning to 
do. Everyone has to start somewhere 
and it was a great place to begin.” 

It was no surprise, then, when 
the Kingsleys returned to the licence 
to create an equally ambitious 
title for the PC, Aliens Vs 
Predator, five years later... [ 
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Where yesterday's gaming goes to have a lie down 


Examining gaming history from Edge's perspective, five years ago this month 





issue GH, February 1999 


1. Man vs the Machine: a 
look at Al > An early shot 
of Shenmue 3. Tenkomori 
Shooting — like GunBullet, 
only weirder 4. ‘Final 
Fantasy VIII: The Movie’ is 
in production, says Out 
There 5. Molyneux, Meier, 
shelley and Romero at 
Milia & Sonic Adventure: 
"Wonderfully absorbing" 
Kenji Eno's Christmas 
gift to journalists: food! 
û. Still gathering dust in 
the Edge office, a near- 
incomprehensible Sega 
calendar 3. Powerstone 
promises to "assist in 
vindicating Sega's claim of 
next-generation 
superiority" 10. Things 
that make Edge go 
‘Vroom’ = driving evolution 


eu 


"Generation Tension". No, that’s not the titie 
of Edge s low-budget polemic-filled debut album, but 
the significant words in EBAS opening news piece, a 
lengthy article ruminating on PlayStationa rumours 
"Could the impending generational leap be a step too 
far, too soon?” asked the magazine, with the usual 
round of industry luminaries = Perry, Molyneux, Gard — 
replying: “Um, possibly.” Reading about the Dreamcast 
and Р52 ав next-generation seems kinda quaint now, 
bul back then they ware set to offer us unimadinable 
thrills, "The introduction of new console technology... 
will trae up designers to explore more advanced ideas 
speculated an Edge clearly not jaded by last issue's 
glimpses of PanPan Trilcelon and Godzilla Generations. 


Not everyone was so thrilled about the dash for the 


DIO EDGE REALLY SAY THAT? 
"Despite evidence like this, Jimy Бут is unconvenced that 
Drearncast's water-cooling system actually exists. Whal 
does he think runs through these pipes? ? Baked beans?" 
Edge rumirates on a new type of cooling system for the DC 


DID THEY REALLY SAY THAT? 

"Let's respect the competition, and admit that same 
companies did a very good job recently and we haven't. 
Then arg the mistakes of the past, We won't make them agan." 
Vell, Segas JF Cecsllon talks a good game, at east 


TESTSCHEENS AND RATINGS: 
Sonic Adventures (DG; 8/10), Ridge Hacer Type 4 (PS; 8710), Blood 2; 
rhe Chosen (РС; 7/10), Moto Facer 2 (PC; 7/10), South Park (NBA; 
410), Star Wars: Bex que Squadron INBA/PC: 8/10. Eiger IPS: 7/10) 
АКШ the Haartless PAPC SOL Max Power Racing [pa 8 SHI H 


future, however Take Sega itself, which was clamping 
down on Dreamcast importers across the UK, claiming 
that the number of people calling them for Japanese 
transiations was a significant drain on their resources 

"IF [Seca] didn't want the early adopters to hanker after 
ts des ань device, then perhaps it shouldn t паме тою 
them about it..." was the caption to a picture of Edge s 
three Dreamcast covers 

Yet more 'ast-next-generation coverage bookended 

the magazine. Ex-EMI-UK nead Jean-Francois Cecillion 
granted an audience to Edge to discuss his new role in 
charge of ce at Sega Eurape. "I don't know 
what Sony's going to do," said the relaxed Frenchman, 
“But | Guess it's going to be very good." 


ч; 


Generation tension? Not yet, Edge, not yet 
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Inbox 


га just like to ask a quick question of all 
those people out there that are arguing for TV 
shows about games. Have you really thought this 
through? Think about it: the most popular game- 
related TV show was ‘GamesMaster’, but it was a 
kids’ show that used Games as the entertainment, 
not a factual show, Factual shows about games 
tend to fall on ther arse because. like Irterature, it is 
not ап until it is finished. Until then it's just а load ої 
figures and symbols. And don't even get me: 
started on ‘The Making Of Enter The Matnx'. 

Also, you could count on one set of fingers the 
number of ‘characters’ in the videogame industry. 
How many times could these individuals be 
interviewed about the same, years-long project 
before it gets repetitive? I'm afraid it's either that ог 
Constant interviews with Dave The Coder on how 
he got rid of that annoying сирота problem. All fun 
and information for you coders out there. but until 
than | think I'll stick with those Chris Nolan 
interviews for now. 

Michael Grey 


You don't see many movie engineers (directors, 
cameramen ог whatever] appeanng in interviews 
because it's obviously all about the stars, ага 
perhaps interviews in the gaming realm will remain 
as limited in appeal to the mainstream as they are 
today until someone develops tha worid's first self- 
aware game character who can ‘appear’ at a press 
event апа speak for itself, Shall we say... 20537 


With regard tO videogame TV programmes, 
| don't know why you and most of your readers are 
moaning. How many programs reviewing movies 
are on TV? There's ‘Fim 2003' with Jonathan Ross 
(on at some ndiculous hour) and | can't think of any 
more. Plus gamers have the luxury of having 
hundreds of different magazines with demo discs. 
What do film fans get? Maybe a DVD їш of trailers 
as an annual crt. | Tink you nave it better than you 
seem to realise. 

As for “аге games art7", like all art. if itis 
presented as art than it is - but games aren t. 





Communicate by post: 


edge@futurenet.co.uk 


They're made and then sold, Maybe a game 
designer should enter 'his' (few games are the 
vision of one man nowadays) game into an art 
contest, Or gallery. Present it as art and then It will 
be recognised as such. 

Stan Peach 


l'd like tO respond to Peter Basma-Lord's 
letter, regarding the way videogames are 
represented on television. 

To dismiss ‘GamePad’ for being "behind the 
times" is hardly fair. The latest, ‘GamePad 4’, is 
currently enjoying its first run on Bravo and is not in 
the ast Dit behind the times, These shows аге 
never behind the times when they are mace. Sure, 
Bravo tends to repeat them, but this doesn't mean 
you should dismiss them simply because you 
catch a repeat, and not the onginal broadcast. 

itis true that the previous series, "GamePad 3' 
is Currently still being repeated (оп a Freeview 
cnannel, FTN, now). However, this was not "behind 
the times" when it was made, It is simply a repeat. 
And do you know why they repeat these shows? 
Because the audience actually builds over time, 

Hardcore gamers may want their news and 
reviews hot off the internet, but there are plenty of 
people out there who enjoy games regardless of 
whether they're on the new releases list or not. 

We have tried to make 'GamePad 4' ав 
feature-led as possible, focusing on games culture 
and Interviews, rather than the latest reviews. This 
is something | prefer to do when possible, whether 
the show is repeated or not, as | believe its à mare 
Mature approach, | think the breadth of games 
coverage you get on TV now is very interesting 
‘Gamezville’ and ‘GamePad’, for instance, are both 
shows about Games. but they аге still very different 
programmes aimed at very different audiences. 

Anyway, I'd better shut up now, before | start 
repeating myself. 

Violet Berlin 


Ah, videogames and violence! It just 
never seems to ос away. As US lawyer Jack 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 
Or email (stating 'Inbox' in the message header): 


Thompson gets on his lobby horse condemning 
videogames for all of the world's ills, we gamers sit 
back knowing that such talk is ludicrous. After all, t 
is people with guns who kill people, and the 
majority ot 'game-induced' violence occurs In 
countries where firearms are much more 
accessible. The violent act was likely to happen 
anyway because, let's face it, these people were 
obviously of that disposition, no doubt torturing 
animals in between gaming sessions, We just do 
not believe that a gama can turn a normal, sane 
person into a ruthless psychopath. 

However, should we gamers be ta«ng such a 
lax attitude? Are we really unaffected by what we 
perceive and enjoy in games? 

Many games are based on violence — even 
Мало kills his cuddly adversaries with a well-timed 
jump to the head. but this gets around the issue 
because, ike cartoon violence, it is all abstract = 
there is no blood spilt sc it's OK, Kids! 

With the ever-advancing graphic abilities of 
home systems, the depiction of violence in games 
is reaching new levels of realism, and with it there 
is a worrying trend of games being marketed on 
those grounds. Games like Mortal Kombat and 
Soldier of Fortune were well known for the graphic 
way in which enemies could be disposed of, but 
take that away and the actual game mechanics 
were average at best. Despite this, these games 
were successful, with people drawn in by this 
ghoulish freak factor, The idea of using violence as 
a marketing ploy, and the fact that people bought 
it, Is something | find very uncomfortable! 

Personally, | am not into heavily violent games, 
with the most graphic probably being MGS2. Even 
then you were encouraged to go around stunning 
the guards. In those moments when such 
considerate action was not possible - the sudden 
'you-or-them' scenarios – | had to go for the live 
amunition. The results of this switch were made all 
the more shocking in going from sieeping 
before me. But maybe that's just me. 

Games are growing up with their auckence. anc 


"If it is presented as art then it is, but games aren't... Maybe 
a game designer should enter 'his' game into an art contest. 
Present it as art and then it will be recognised as such" 














there is по reason why wolence in aduit-orentated 
games can't be handled in a considered manner. 
However, with the likes of the morally ambiguous 
and graphic Manhunt around, perhaps it is time 
that the games industry, and we gamers, should 
take a step back and examine the need and 
depiction of violence In games. In doing so we may 
finally get some recognition tor.acting responisbly 
within the media. | would be cunous to know what 
a gaming collection says about the gamer.. 

Chris Whyte 


T 


Perhaps this would make an interesting featur 
We could get a psychologist to exarnine vanous 


[^ 


collections and compile comprehensive profiles. 
But would you really want to know tha findings? 


The non-videogame press has done it 
again! lesus 785.of a certain car magazine has two 
pages of game reviews, all racing games or саг- 
related games including the GTA Double Pack. No 
doubt they have a large readership and will 
probably influence more than a few dads on what 
games to buy for the young ones this christmas. 
Now, taking into account the bad press garnes like 
GTA recieve from shallow-minded individuals using 
them as a scapegoat to explain some mindless 
gun crime or other, you would think this magazine 
would be responsible in their review. You would be 
wrong though. They ACTUALLY described GTA as, 
and | quote: “Tremendous fun for all ages.” 

Did they review a different version of the games 
or something? Oh, hang.on a minute, | almost 
forgot — videogames are just a bit of fun Tor kids, 
aren't thay? 

Phill Copes 


| am writing to Inbox after reading and 
chuckling at Chris Ward's letter (E131). The 
chuckle was a nervous release of giddy joy as | 
realised that some Edge readers were just normal, 
they're not all obsessive fanboys or hardcore- 
super-elite-gamers. And thank God. Tne casual 
gamer is intelligent enough and discerning enough 


СТА: an 18-rated game that is "tremendous 
fun for all ages," according to one magazine 


to preter Edge to another publication and that 
can only be a good thing. 

| also agree with Chns that my games 
collection is a result of much deliberation, and a lot 
of help from your reviews, | can't afford to buy 14 
games per year - my game-buying habits are 
dictated by a long-term strategy that considers 
collectability (current or pending) and potential 
trade-in value. 

Му point is this: Edge talk about the hardcore 
gamer as their main readership, but | would argue 
that this is net correct and also that it may well be 
excluding a potentially new readership. 

Stephen Walrond 


it’s. difficult to strike any kind of balance that 
maintains continuity. Al we can say is that we re 
committed to focusing on the best in videogaming 
— whether that's an EyeToy minigame or a 
comparitivity obscure wargame from Japan 


Last month's excellent article regarding 
why games aren't completed got ma thinking 
about my own collection, A quick scan through 
revealed at least the following uncompleted games: 
Metroid Prime, Zelda: The Wind Vakar, Resident 
Evil Û and Etemal Darkness. 

Completed games included Dead to Fights, 
Luigi's Mansion, Ico and, most recently, Prince of 
Persia: Sands of Time. | believe that Metroid 
Prime and Zelda’ The Wind Waker are better 
games than Dead to Rights and Luigi's Mansion, 
yet they remain uncompleted. | don't believe the 
reason i5 that they are too difficult, its just that 
they are too big. 

l remember playing Prime for a few days non- 
stop and noticing that | was about four per cent 
through the game. it completely put me cff, It's a 
bit like being presented with a huge meal in the 
States — it puts you off eating at all. 

Both ico and Prince of Persia are structured 
perfectly. You get a sense very quickly that you are 
making progress and you rarely have to backtrack. 
Prince of Persia takes things a step further with the 


percentage complete at each stage. | completed 
bath these games in around ten hours and both 
laft me wanting more. This is how a game should 
make you feel. They. both still represented excellent 
value for money. 

Recently we have seen a film broken down into 
two parts (Kill Bill’) with a iot of commercial 
success. something like The Wing Waker was 
broken down into two games, | would have been 
happy buying both games and | am sure a lot of 
people would do the same. 

Andy Shearer 


Man, | used te think you auys were cool. 
But 8/10 for Manhunt accompanied by text that 
actually seemed to apologise for the game is 
ndiculous. Anyone who's played Manhunt will 
surely see this review as a level-three 
disembowelling of Edge's integrity. 

| know you and Rockstar North have had beef 
in the past = is this Edge's apology? Or were you 
woned Rockstar were waiting for you in the 


Shadows, rustling their plastic bags whenever a 


lower score was mentioned? 
John Norris 


Yes, Rockstar was waiting therein the shadows, 
rustling plastic bags — plastic bags full of bribe 
money! Hey, working on Edge has its perks... 


| was just browsing some gaming forums | 
frequent when | came across a link to a thread 
whose contents were quite harrowing to те as a 
iong-time fan of a certain British developer, with a 
bad of (&x-Jemployees ranting about how the 
influence of money has torn the company їс 
shreds and left the staff па state of deeply low 
morale and on the verge of quitting for pastures 
new. Is.it real? Have things really gotten that bad at 
one of Britain's greatest software firms? More 
disturbingly, how much of this has been caused by 
the company's owner higher up the chain? 

The times, it seems, are bleak indeed. 
Richard Barnes 


"Both Ico and Prince of Persia are structured perfectly. You 
| get a sense you are making progress and you rarely have 
to backtrack... This is how a game should make you feel” 
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EDGE 134 on sale February 19 


Next month: 
What’s іп the box? 
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